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Nestled at the foot of the Wasatch 
Mountains, on a dry and dusty plain, 
sits Junkyard. From a distance, it looks 
exactly like its name, a jumbled pile of 
rusted metal. Up close, it doesn’t look 
much better, but at least some signs of 
life are visible. 

Despite its drab, rusted appearance, 
Junkyard is a beacon in the Wasted 
West. It’s one of the few places 
remaining in the world where something 
resembling modern civilization exists, 
and more importantly, it’s the only thing 
standing between General 
Throckmorton and his dreams of 
enslaving what remains of humanity 
beneath his iron heel. 

Chapter One takes a look at Junkyard 
through the eyes of Bo Knudsen, an ex- 
football player and ex-biker turned 
Librarian. Bo gives you a guided tour of 
the city, describes the major movers and 
shakers of the Iron Oasis, and takes a 
look at some of the problems facing the 
city today. He also turns up some 
unsettling news. 

Chapter Two introduces rules for 
flying vehicles and aerial combat. If 
your brainer ever dreamed of flying with 
the Sky Pirates, now he can. The rules 
cover everything from hot air balloons, 
to helicopters, to air cars and fighter 
jets. This chapter also has rules for 
souping up your flyboy’s crate and 
complete aircraft design rules for 
junkers who want to fly like a bird. 

Chapter Three introduces cyberware 
for those who aren’t living impaired. 
Whether your hero wants to become a 
scrapper and compete in Junkyards 
bloodsports, or simply get a replacement 
for the arm she had ripped off by a 
bloodwolf, your waster can now make 
herself better, stronger, and faster by 
visiting one of the Iron Oasis’ body 
docs. Is your hero going to buy safe, 
prewar equipment, or new, junker-built 
cyberware powered by a dangerous soul 
tap? It’s up to you. 

Chapter Four is for Marshal’s only. 
Here we explore the true Junkyard. Find 
out what’s going on behind closed doors 
at Town Hall, if Judge Tolliver really rigs 
the fights at the Pit, and what’s up with 
those Gonzers. We also fill you in on 
the secrets of the Sky Pirates and their 
enigmatic leader, Raptor. 

So come on in out of the Wastes, and 
get yourself a nice hotel room. Don’t get 
too comfy though, because there’s as 

danger and intrigue inside the city 
as there is outside. 



































































































Some of the Wasted West's more 
adventurous brainers have taken to the 
skies. This allows them to avoid a lot of 
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the landlocked abominations that 
plague their ground-pounding friends, 
but it opens them up to a whole slew of 
new problems. There are a number of 
critters, and also a few fellow aviators, 
who object to sharing the sky with 
anyone. When that happens, one party 
or the other usually ends up returning 

speed-an event most laymen refer to as sky djvjn; vToL 
This Nimbleness-1 "crashing." 
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Aircraft use the same basic movement 
rules we described in Road Warriors 
with a few added twists to account for 
the three dimensional nature of flying. 
We‘re going to quickly review some of 
the basic concepts of the movement 
rules here, so those of you who are 
already familiar with them might want 
to skip ahead to the section on 
maneuvering on page 59. If you haven’t 
read Road Warriors (we will find you), 
read on. 

To smooth out the movement of 
vehicles across the battlefield we’ve 
added the concept of continuous 
actions. A continuous action is one 
which, once begun, continues 
indefinitely until interrupted or ended 
by the character performing the action. 

action requires an Action Card to 
perform. During the round in which the 
action begins, the card on which the 
action starts fulfills this requirement. 
Once this card is spent, the action 
begins and continues for the remainder 
of the round unless stopped by the 
character or enemy action. 

A continuous action may be 
maintained into a new round, but this 
requires the character performing the 
action to immediately sacrifice his 
highest Action Card of the new round. 
This is done before any actions are 
resolved. Sleeve cards may be spent to 
fulfill this requirement. 

If a hero has cards remaining after 
paying to maintain a continuous action, 
he may perform other actions on these 
cards just like he normally would. All 
such Aptitude rolls made while 
performing a continuous action 
automatically receive a -2 modifier, 
however-except for rolls made for the 
continuous action. 

Like most other actions, a continuous 

The reason for all that rules 
lawyerese above is that piloting an 
aircraft is considered a continuous 
action. The basic effect of this is that 
characters flying an aircraft each have 
one less action per round because they 
have to pony up their highest card each 
round to continue piloting. However, on 
each movent phase (take a look below), 
your waster can attempt a piloting 
maneuver for free, without spending an 
Action Card. 

In situations in which a combat 
breaks out with all of the vehicles 
involved already in motion (a fairly 
common occurrence), assume that all of 
the pilots (and drivers, if ground vehicles 
are involved) began their piloting action 
on a previous round. This means they 
need to cough up their highest card at 
the beginning of the first combat round 
to continue flying. 

Movectrent Phases 
To smooth out vehicle movement, 

we‘ve added five movement phases to 
the standard combat round (these don’t 
effect pedestrian movement at all). Each 
of these phases is roughly one second 
long. Just to be completely unoriginal, 
we’ve numbered them 1 through 5. 
During each movement phase, every 
pilot who paid a card for a continuous 
flyin’ action gets an opportunity to 
make a flying maneuver without having 
to spend an Action Card, and each 
vehicle moves. 

The movement phases occur after 
certain cards in the action order, as  
shown on the Movement Phase Table on 
the next page. On each of these cards, 
after all character actions have taken 
place, conduct a movement phase. All 
vehicles move in order from fastest to 
slowest. 

It’s the beginning of the turn, 
and Bob, flying an ultralight, 

has paid his highest card to 
c o n h u e  his fGin’ action from 
the Drevious round. He. and other 
chaiacters with Aces (or the Red 
Joker or sleeve cards), take their 
actions in the usual order. After 
all character actions are done, 

n fi 



the first movement phase occurs. 
Bob can attempt a flying 
maneuver for free, and can use a 
sleeve card to attempt a second 
one if he likes. The Marshal 
moves all enemy vehicles, and 
then it's on to Kings as usual. 

Msving Stuff 
All vehicles are moved in each 

movement phase, regardless of whether 
the pilot has any Action Cards. A vehicle 
always moves in a straight line unless 
the pilot performs a maneuver or the 
vehicle goes out of control. A pilot can 
attempt one such maneuver in each 
movement phase at any point in his 
vehicle's movement. 

braking, and steering) generally require 
no roll, and like other simple actions 
can be combined with a second 
maneuver. More sophisticated maneuvers 
call for flyn' rolls. As  mentioned above, 
a flyboy who needs to make an extra 
maneuver can do so if he's got an 
Action Card up his sleeve and he uses it 
to perform the maneuver. 

Vehicles move in order from fastest to 
slowest. Ties are resolved by comparing 
the pilots' highest remaining Action 
Cards or, if there is still a tie, a contest 
of flyin'khe winner of which may 
decide whether or not to move his 
aircraft first). 

Basic maneuvers (simple acceleration, 

The Rir Speed lndicatsr 
So how far does your hero's crate 

move each phase? We knew you'd ask 
that, and we're prepared. If you take a 
look at the Aircraft Record Sheet 
provided at the back of the book, you'll 
see a column of numbers running down 
the left side of the page. 

This is used to keep track of your 
aircraft's speed. The numbers in the first 
column show the vehicle's speed in miles 
per hour (mph). The smaller number to 
the right of that is how many inches the 
aircraft's counter moves each phase (to 
convert to yards, simply multiply the 
inches by 5). As your hero increases or 
decreases the throttle, or the aircraft's 
speed changes due to maneuvers, slide a 
paper clip up and down the column to 
the appropriate spot. 

You may notice that the highest speed 
listed is 200 mph. What do you do if 
your rocket jocks ride goes faster than 
that? Easy. Just leave one paper clip at 
200 mph and clip on a second one that 
shows how much faster than 200 mph 
the aircraft is going. When it comes 
time to move your plane, simply add the 
listed movements for the two speeds 
together. Very few aircraft operating in 
the Wasted West can top speeds of 400 
mph, but if this happens, simply add 
another paper clip. 

There are also some numbers listed 
with a "+" in front of them. These 
numbers only apply to maneuvers made 
while the aircraft is still on the ground. 
See page 65 for details. 

Mcvin' T'ss Fast 
Occasionally, a vehicle's speed may be 

radically altered while it's in the middle 
of moving (due to a collision, damage, 
or other catastrophe). If the vehicle has 
already moved a distance equal to or 
greater than that listed for its new 
speed, its movement for the phase 
immediately ceases. 

Bobs ultralight is buzzing 
along at 60 mph, which means 
e moves 6" per movement 

phase. After moving 5 ,  he is hit 
by an attack that drops his speed 
to 40 mph. Since vehicles 
traveling at 40 mph only move 4" 
per phase, and Bob has already 
moved S', the ultralight's 
movement for the phase ends. 



Rlt itude 
Once an aircraft leaves the ground, it’s 

necessary to keep track of its altitude. 
Like movement, altitude is measured in 
inches, where each inch equals 5 yards 
of height above the ground. 

There’s a place along the bottom of 
the aircraft record sheet to track this. 
The three sections of the track 
represent the vehicle’s altitude in ones, 
tens, and hundreds of inches. Simply 
place paper clips along the track to 
record the proper height. It’s important 
to keep an eye on your hero’s altitude 
because it may change voluntarily due 
to maneuvers or involuntarily due to 
damage or loss of control. If it hits zero, 
your brainer is in trouble. 

Wircraf t Types 
Before we discuss all the fancy tricks 

your hero can try, let‘s take a quick look 
at the various types of aircraft your 
brainer might see in the Wasted West. 

Fixed Wing 
This category covers everything from 

ultralights to jumbo jets. These aircraft 
all have some sort of wing and create 
lift by moving forward. A s  air passes 
over the wing, its shape causes an area 
of low pressure above the wing. The 
difference in air pressure between the 
upper and lower wing surfaces lifts the 
plane into the air. The faster the aircraft 
moves, the more lift it generates. 

Fixed wing aircraft must continually 
move forward if they want to stay 
airborne. All of these planes have a stall 
speed the speed at which the wings 
stop generating lift and the aircraft 
starts to fall. This is a bad thing and it’s 
discussed on page 64. 

l ight  er-T’han-Rir 
This category covers flying vehicles 

which float through the sky because 
they are literally lighter than air. This 
includes things like hot air balloons and 
blimps. All of these aircraft have a large 
gas bag which is filled with a gas that 
is lighter than the atmosphere around 
the vehicle. In most cases this is heated 
air or helium, but those with a death 
wish sometimes use hydrogen 
(remember the Hindenburg?) due to its 
superior lifting power. 

LTA vehicles don’t have to maintain a 
minimum speed to stay airborne, but 
they do have to worry about springing a 
leak. 

R c, t ary Win g 
The rotary wing category includes 

helicopters, and to a lesser extent, 
autogyros. These aircraft are all 
equipped with a disk of wing-shaped 
rotor blades. Rather than depending on 
the vehicle‘s forward motion, the 
aircraft‘s engine whirls the blades in a 
circle to create lift. The amount and 

------ - . - -  

’’ direction of the lift is controlled by 
- - _. - . _I______ _ L _  _._ -. J changing the pitch and tilt of the blades 



Rotary wing aircraft can hover in 
place and even move sideways or 
backwards. They don‘t need to maintain 
a minimum speed, but if they ever lose 
power to their rotors they’re in big 
trouble. See page 76 for the details. 

VTOL aircraft are the next step 
beyond hovercraft. These aircraft are 
equipped with powerful, high-eff iciency 
jet turbines which produce enough 
thrust to both lift the vehicle into the 
air and propel it forward simultaneously. 
Unlike some VTOL aircraft of the 20th 
century like the AV-8 Harrier, these 
vehicles don’t require wings for lift once 
the aircraft begins its forward 
movement. 

the military in the early 2020s, but by 
mid-century a number of models had 
been developed for civilian use. The use 
of these “aircars” had become 
widespread enough by the late 2060s 
that most major cities had established 
VTOL traffic lanes. They were primarily 
a toy of the wealthy, however, due to 
both their high price and the rate at 
which they guzzled fuel. 

Like rotary wing aircraft, VTOLs can 
hover and move sideways or backwards. 
However, since the VTOL‘s engine is the 
only thing holding it in the air, it’s in a 
world of hurt if it loses power. 

These aircraft were first developed by 

Maneuvering 
Unless your hero’s attempting a trans- 

Atlantic flight, he’s eventually going to 
have to do more than fly in a straight 
line. 

Using Maneuvers 
A s  we mentioned earlier, every pilot 

who’s performing aflyin’ action can 
attempt a single maneuver each 
movement phase. Doing this requires a 
flyin’ roll. The TN for this is equal to a 
base TN determined by the flying 
conditions (see the Flying Conditions 
Table), plus the TN modifier of the 
maneuver being attempted. The pilot’s 
roll is modified by the aircraft’s 
Handling modifier and any damage the 
vehicle has suffered. 

Some maneuvers, like accelerating, 
are considered simple actions and 
require no roll. A single, simple action 
can be performed each movement phase 
in addition to a more complex 
maneuver. 

If your hero is stunned or has 
stopped piloting for any other reason, 
your aircraft just moves in a straight 
line. If the aircraft was climbing or 
diving, it continues to change altitude at 
the same rate until it either stalls or 
hits the ground. I t  pays to keep a sleeve 
card handy for emergencies! 

Speed 
Those of you familiar with the rules 

in Road Warriors might notice that the 
TN for performing a maneuver isn’t 
modified by the aircraft‘s speed. This is 
because aircraft handle differently than 
ground vehicles, and in general, more - 
speed is better. 

Making the Rd1 
If your hero makes her flyin’ roll, 

she’s home-free, and the maneuver 
comes off as planned. If the roll fails, it 
means a roll on the Flyin’ Brick Table. 
Roll ld6 (re-rolling aces) on the table 
and add +1 for each point by which the 
flyin’ roll was missed. If the pilot ever 
goes bust on a roll, roll 2d6 plus the ” 
number of points by which the roll was 
missed. 

Sometimes your waster is forced to 
make flyin’ roils between your 
movements-sometimes you might have 

Condition 
Calm weather 

Moderate winds 
Thunderstorm 



ch be 
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n’ rolls that come up during your 
ent as soon as they occur. If one 

or more come up between your moves, 
hold off on making them until 
immediately before the next time you 
move. Then make a singleflyin’roll 
(regardless of how many things required 
them), using the modifier from the 
hardest required roll. 

Pilstless Wircraf t 
An aircraft without a pilot or with a 

pilot who is otherwise occupied, moves 
in a straight line each movement phase. 
If it‘s forced to make a flyin’ roll by an 
outside action (like a collision or 
weapons fire), it automatically fails. Roll 
2d6 on the Flyin’ Brick Table. 

individual can take over control of the 
aircraft on her next Action Card. 

If the aircraft has a copilot, this 

do, as well as execute preset evasive 
maneuvers, automatically activate 
countermeasure systems, and even 
release ordnance at preset targets. A 
miliary grade autopilot has a fJyin’ 
Aptitude of 3d10. 

Brag 
No, this has nothing to do with 

wearing women’s clothing. 
Drag is the frictional force of the air 

moving past the aircraft’s body. 
Generally speaking the faster an 
airplane moves, and the more violently 
it maneuvers, the more drag it 
experiences. Aircraft with klunky, non- 
aerodynamic shapes and heavy aircraft 
also suffer increased drag. If a vehicle’s 
engine can’t generate more thrust than 
drag, the aircraft loses speed. 

Each time an aircraft performs a 
maneuver that causes Drag, roll ld4 and 
add the maneuver’s Drag rating to the 
roll. Don’t re-roll aces. Also add any 

s increased Drag due to tne aircrart-s load 
Many aircraft are equipped with an 

autopilot system. These systems have a 
limited ability to control the vehicle. For 
our purposes there are three types of 
autopilot: basic, advanced, and military. 
It takes one action to engage or 
disengage a vehicle’s autopilot. 

Basic autopilots are the type found in 
most light civilian aircraft. One of these 
systems can maintain an aircraft at a 
constant heading, speed, and altitude. 
These systems have afJyin’ Aptitude of 
3d6 and always attempt to return the 

(this is explained on page 85). This gives 
a number of Drag points which are 
multiplied by 5 mph to determine the 
aircraft‘s speed loss. 

A plane that suffers 5 points of drag 
for instance, loses 25 mph of speed. 
Speed loss due to drag is applied to an 
aircraft’s speed for the following 
movement phase. However, if the 
aircraft’s speed drops below its stall 
speed, the effects of the stall are applied 
before the pilot has a chance to 
accelerate during the next movement 

aircraft t n  i ts set headino phase. 
Because drag increases with speed, 

the Drag rating of each maneuver is 
increased by +1 for each full 200 mph of 
speed the aircraft has. A maneuver with 
a Drag rating of 2 would have a rating 
of 4 when performed by an aircraft 
moving at a speed of 400 mph. 

Hqtshst pilqts 
to some extent by good piloting. For 
each raise a pilot gets on his fJyjn’ roll 
when performing a maneuver, the total 
Drag caused by the maneuver is reduced 

ced below 1-even a hotshot can’t 

_.____._ _- y y c  altitude, and 

Advanced autopilots are found in 
most commercial aircraft. These 
systems can not only maintain course 
and speed, but they can also guide the 
aircraft along a preset course, and even 
land the aircraft at a properly equipped 
airport. These systems have fJyjn’ at 3d8. 

Military autopilots can fly the aircraft 

everything the commercial systems can 
as as the pilot‘ They can do The effects of drag can be mitigated 

1. The total Drag can never be 



A pilot can attempt a maneuver at 
any time during her aircraft’s movement 
(except for acceleration and 
deceleration, which must be performed 
before the vehicle moves). As mentioned 
above, she can make more than one 
maneuver in a phase if she uses a 
sleeve card for the extra action. In 
addition, certain maneuvers (accelerate, 
dive, etc.) are simple actions which 
require no flyin’ rolls and can be 
combined with a second maneuver at 
no penalty. However, unless hovering, a 
vehicle must always move at least 1” 
between each maneuver. 

Each maneuver has a number of 
common characteristics. TN Modif’er is 
the amount by which the base TN for 
the flyin’ roll is increased when 
attempting the maneuver. Drag is the 
amount added to the drag roll when 
determining the amount of speed the 
aircraft loses from the maneuver. 
Aircraft lists the types of aircraft which 
may perform the maneuver. 

High-G Maneuvers 
The descriptions of some maneuvers 

mention that they are high-G maneuvers. 
This means that both the aircraft and 
its passengers are subjected to extreme 
G forces which stress the occupants and 
the vehicle‘s frame. 

Whenever an aircraft performs a high- 
G maneuver, all occupants of the vehicle 
must make an Easy (3)  Vigor roll to 
avoid temporarily blacking out. The TN 
of this roll is increased by +1 for every 
full 50 mph of speed the aircraft is 
moving at. Any brainer who fails this 
roll is treated as if stunned and may roll 
to recover on subsequent actions. 

All aircraft performing a high-G 
maneuver lose ld4-3 points of Durability. 
Add +1 to this roll for each full 100 mph 
of speed. If this damage causes a critical 
hit, randomly determine whether the 
damage is applied to the vehicle’s 
fuselage or wings (or rotors, if a 
helicopter). Military aircraft and civilian 
aircraft built for aerobatics are 
reinforced for high-G loads and subtract 
a fixed amount from this roll. The exact 
amount is listed in each aircraft‘s 
individual description. 

Rccelerate 
TN Modff ier: 0 
Drag: None 
Aircraft: All 

Your flygal can give the aircraft more 
throttle each movement phase if she 
desires. Accelerating increases the 
vehicle’s speed by up to its Acceleration 
rating (vehicles in our world always 
accelerate in 5 mph increments to make 
bookkeeping easy). Slide the paper clip 
down the air speed indicator to mark 
the crate‘s new speed. This change takes 
effect before the vehicle moves. 

Accelerating is a simple action (speed 
0). Hovering helicopters and VTOLs may 
accelerate to the side or even in reverse, 
but check the rotate maneuver (page 62) 
for the restrictions placed on this type 
of flying. 



ifier: +2 

Aircraft: All 
This maneuver allows the aircraft to 

change its direction of movement by up 
to 45”. At any point in its move, simply 
rotate the vehicle’s counter up to 45” 
around one of its front corners. 

Barrel Roll 
TN Modifier: +4 
Drag: 2 
Aircraft: Fixed wing 

This maneuver allows an aircraft to 
move sideways in a series of 
corkscrewing loops. For every inch the 
aircraft moves forward, it may also move 
up to l” sideways. The vehicle may only 
roll in one direction; reversing the 
direction of the roll is considered a 
separate maneuver and requires another 

f ly in ’  roll. 
Due to the aircraft’s corkscrewing 

motion during a barrel roll, all weapon 
fire at or from the vehicle suffers a -4 
modifier until the following movement 
phase. 

Climb 
TN Modifier: 0 
Drag: 1 
Aircraft: All 

which allows the aircraft to gain 
altitude without losing large amounts of 
speed. For every 2 of forward movement 
sacrificed, the aircraft gains 1” of 
altitude. An aircraft may not sacrifice 
more than half of its forward movement 
in a climb. 

An aircraft moving at 80 mph for 
instance, has 8 of movement. If it 
sacrifices 4“ of movement, moving only 
4” inches forward, it gains 2” of altitude 
and suffers ld4+1 drag. 

A climb is considered a simple action 
and may be combined with other 
maneuvers. 

This maneuver is a shallow climb 

Decelerate 
TN Modifier: 0 
Drag: Special 
Aircraft: All 

This maneuver is used to slow an 
aircraft down without changing altitude 
(if your waster doesn’t mind increasing 
altitude, you might want to check out 
the climb maneuvers). 

The decelerate maneuver can be used 
in two ways. The first way is for the 
pilot to simply throttle back. This causes 
ld4 drag, requires no roll, and is 
considered a simple maneuver. The pilot 
can use as much or as little of this drag 
as required. 

If your brainer needs to slow down 
more quickly than this, he needs to 
make aflyjin’ roll. This represents doing 
such things as  lowering flaps and 
landing gear, deploying air brakes, etc. A 
successful roll creates ld4 drag; each 
raise adds +2 to the drag roll. A s  long as 
the roll succeeds, the pilot can use as 
much or as little of this drag as needed. 

Going bust on this roll creates ld4+4 
drag. All of this drag is applied to the 
aircraft’s speed, even if it drops the 
aircraft below its stall speed. 

With a successful roll, VTOL aircraft 
may add their Acceleration rating to the 
drag created through this maneuver. This 
is considered a high-G maneuver. 

Dive 
TN Modifier: 0 
Drag: None 
Aircraft: All 

This maneuver is a shallow dive 
which allows the aircraft to pick up 
some speed without sacrificing a lot of 
altitude. For each 2 of forward 
movement sacrificed, the aircraft loses 1” 
of altitude and picks up 5 mph in speed. 
The vehicle may not sacrifice more than 
half of its movement in a shallow dive. 
This maneuver is considered a simple 
action and may be combined with other 
maneuvers. 

Aircraft may exceed their top speed 
by 50% while in a dive. Going faster 
than this causes the aircraft to lose ld4- 
3 Durability plus 1 for each 5 mph by 
which the top speed is exceeded. Any 
criticals caused by this damage are 

3 to the fuselage or wings (or 



rotors if a helicopter), determined at 
random. Once the aircraft returns to 
level flight, it slows by 5 mph per 
movement phase until its speed has 
dropped to its maximum speed. 

Emergency T’urn 
TN Modifier: +6 
Drag: 3 
Aircraft: All 

This is a hard, banking turn. It must 
be attempted before the aircraft moves. 
If the pilot succeeds at hisflyin’roll to 
perform this maneuver, immediately 
rotate the aircraft 45” around the front 
corner of its counter. Move the aircraft 
half of its movement for the phase, and 
then rotate it up to another 45” in the 
direction of the turn. 

The emergency turn is a high-G 
maneuver. 

Jinb 
TN Modifier: +2 
Drag: 1 
Aircraft: All 

Jinking is a series of small, erratic 
course changes intended to throw off an 
enemy’s aim. The pilot must announce 
his intention to jink before the aircraft 
moves. 

The aircraft is moved in a straight 
line, but it loses l d 4  of movement (not 
speed, this remains unchanged unless 
reduced by drag) to jinking. Each 
success and raise on the flyin’ roll 
increases the TN of all attacks against 
the aircraft by +2 until the next 
movement phase. 

Cif t Rdjust men t 
TN Modifier: +2 
Drag: None 
Aircraft: Lighter-than-air 

craft to change altitude without 
climbing or diving. This is done by 
adjusting the amount of lift generated 
by the vehicle’s gas bag. To go up, the 
air is heated or more helium is released 
into the bag. To go down, gas is released 
from the bag. 

All LTA vehicles have a Lift rating. 
This is the number of inches of altitude 
the vehicle can gain or lose in a 

This maneuver allows lighter-than-air 

movement phase using this maneuver. 
Losing altitude in this way does not 
increase the vehicle’s speed. 

Fewer Climb 
TN Modifier: +2 
Drag: 1 
Aircraft: Rotary-wing, VTOL 

This maneuver allows the aircraft to 
use excess lift available from its rotors 
or lift jets to gain altitude. This can only 
be done if the vehicle is moving at half 
of its maximum speed or less. 

Each 5 mph of the vehicle’s 
Acceleration applied to the power climb 
gains the craft an inch of altitude. This 
maneuver can be combined with a 
regular climb, but not a vertical climb. It 
can also be combined with an 
accelerate maneuver, but the combined 

c 



amount of Acceleration used in the two 
maneuvers mav not exceed the vehicle’s 
maximum Acceleration. 

RvII 
TN Modifier: +2 
Drag: 1 
Aircraft: Fixed wing 

This maneuver s$ns the aircraft 

A roll has two main uses. If 
around its center line. 

performed immediately after a vertical 
climb or vertical dive, a roll allows the 
aircraft to turn to face in any direction. 
It can also be used to get rid of 
unwanted passengers who aren’t 
strapped in (Hard (9) Strength roll to 
hold on) or to at least bounce them 

Rvtate 
TN Modifier: +4 
Drag: 1 
Aircraft: Rotary wing, VTOL 

are moving at a quarter of their 
maximum speed or less can perform 
this maneuver. Rotating allows the pilot 
to turn the body of the vehicle to face a 
different direction than the one in which 
it is traveling. 

While the body of the vehicle faces 
away from the direction of travel, all 
non-simple maneuvers have their Drag 
increased by 1 and their TNs increased 
by +2 (+4 if the vehicle is facing 180” 
away from the direction of movement). 
Turning the body of the aircraft back to 
face the front requires a separate rotate 
maneuver. 

The aircraft may not accelerate to a 
speed faster than a quarter of its 
maximum speed while rotated. 

Rotary wing and VTOL aircraft which 

Sideslip 
TN Modifier: +2 
Drag: 1 
Aircraft: All 

A sideslip allows the aircraft to drift 
to one side while moving forward. For 
each inch the aircraft moves forward, it 
may slide up to 1/2” to one side. 
Reversing the direction of the sideslip 
requires a separate maneuver. 

If a pilot has a sleeve card, he can 
use the sideslip as a vamoose. Sacrifice 
the sleeve card and perform the 
maneuver. If it‘s successful, immediately 
slide the aircraft 1/2‘ to one side and 
the TN for the attack being dodged is 
increased by +2. The dodging aircraft 
can continue the sideslip on its next 
movement phase without needing to roll 
or incurring any additional drag. 

around the cabin for 3d6 massive 
damage. 

Iver. 

Slide 
TN Modifier: +4 
Drag: 1 
Aircraft: Rotary wing, VTOL 

In a slide, the aircraft uses its rotors 
or steering jets to push it to one side. 
For each inch the vehicle moves forward, 
it may slide 1” to one side. Reversing the 
direction of the slide requires a separate 



This maneuver can be used as a 
vamoose in the same way as the 
sideslip. Because this maneuver is a bit 
more radical, it increases the TN of the 
attack by +4. The slide can be continued 
on the aircraft‘s next movement phase. 

Vertical Climb 
TN Modifier: +6 
Drag: 4 
Aircraft: Fixed-wing, rotary wing, VTOL 

This maneuver allows the aircraft to 
trade speed for altitude (it’s also a good 
way to scare your passengers). The 
aircraft must sacrifice an amount of 
forward movement equal to half of its 
movement or greater. For each inch of 
forward movement sacrificed, the vehicle 
gains 1” of altitude. 

Entering a vertical climb from level 
flight or a dive is considered a high-G 
maneuver. An aircraft may not enter a 
vertical climb from a vertical dive. If the 
vehicle performed a climb on the 
previous movement phase it can enter 
the vertical climb with no penalty. 

If the aircraft performs a roll (see 
page 62) on the movement phase 
following a vertical climb, it can turn to 
face any direction. 

Failing the roll means the aircraft 
loses an additional ld6’ of altitude 
before coming out of the dive. N o  speed 
is gained for this extra altitude loss. 
Going bust means the aircraft continues 
to dive at its maximum rate for another 
movement phase. The pilot must make 
another roll at the end of that phase to 
attempt to end the dive. 

Aircraft may exceed their top speed 
by 50% while in a vertical dive. Going 
faster than this causes the aircraft to 
lose ld4-3 Durability plus 1 for each 5 
mph by which the top speed is 
exceeded. Any criticals caused by this 
damage are applied to the fuselage or 
wings (or rotors if a helicopter), 
determined at random. Once the aircraft 
returns to level flight it slows by 5 mph 
per movement phase until its speed has 
dropped back down to its maximum 
speed. 

Entering a vertical dive from level 
flight or a climb is considered a high-G 
maneuver. An aircraft may not enter a 
vertical dive from a vertical climb. If the 
vehicle performed a dive on the previous Vertical Dive movement phase it can enter the 

TN Modifier: +6 vertical dive with no penalty. 
Drag: None If the aircraft performs a roll (see 
Aircraft: Fixed wing, rotary wing, VTOL page 62) on the phase following a 

This is the opposite of the vertical vertical dive, it can turn to face any 
climb; the aircraft trades altitude for direction. 
speed (it‘s also an even better way to 
make your passengers soil themselves). 
The aircraft must sacrifice an amount Classic Maneuvers 
of forward movement equal to half of Those of you familiar with aerial 
its movement for the phase or greater. combat may be wondering where all the 
For each inch of forward movement classic airborne maneuvers like 
sacrificed, the vehicle loses 1“ of altitude Immelmans, loops, and the split-S are. 
and gains 10 mph in speed. This speed All of these maneuvers take much 
increase is applied on the following longer than a one-second movement 
movement phase. phase to complete, so rather than have 

Unlike other maneuvers, the f l y i n ’  roll complicated rules for maneuvers which 
for a vertical dive isn’t made until the take multiple phases, these tricks were 
maneuver ends. The pilot can continue a broken up into their component parts. 
vertical dive from phase to phase 
without rolling. If the roll succeeds, 
pilot can choose to enter a dive on 
next movement phase or pull up to 1 
flight. Going from a vertical dive to 1 
flight is a high-G maneuver. nd a vertical d 



Stall Speed 
Pilots of fixed wing aircraft always 

need to keep one eye fixed on their air 
speed indicators. That's because unlike 
other flying vehicles, fixed wing aircraft 
can stall. This has nothing to do with 
the aircraft's engine cutting out. When 
an airplane stalls, it means that the 
airflow over the vehicle's wings has 
been disrupted and they are no longer 
producing lift. This can be caused by 
radical maneuvers or by the plane's 
airspeed dropping too low. 

All fixed wing planes have a listed 
stall speed. A s  long as the craft's speed 
is equal to or greater than this speed, 
everything is hunky-dory. If it drops 
below this speed, usually due to drag, 
the aircraft stalls. 

aircraft tumbles out o f  control, losing 
altitude without picking up any forward 
movement to restore lift. Because the 
airflow over the wings has been 
disrupted, the control surfaces don't 
function correctly and it can be difficult 
for the pilot to correct the situation. 

Once an aircraft goes into a spin, its 
speed drops to zero; and it loses ld6' of 
altitude each movement phase. Its facing 
also changes to a random clock facing 
each phase (roll ldt2 to determine). If the 
aircraft hits the ground it takes damage 
equal to a number of d6 equal to half 
the height fallen. A plane falling from an 
altitude of 20' would take 10d6 damage, 
for instance. 

At the end of each movement phase, 
the pilot may attempt to end the spin. 
This requires a flyin' roll against a TN of 
15. The good news is that each phase 
after the first, the TN drops by 2. If the 



Oh. One added complication. Being 
inside a spinning aircraft is a high-G 
maneuver. Each phase that the aircraft 
is in a spin, everyone inside must make 
an Onerous (7) vigor roll to keep from 
blacking out. 

T'abe Off 
The stall speed concept applies to 

getting your brainer's crate off the 
ground. An aircraft on the ground must 
accelerate in a straight line until its 
speed reaches its stall speed. Once that 
happens, the pilot can use a climb 
maneuver to get off the ground. (It's 
usually a good idea to let the speed get 
slightly above stall in case drag from 
the climb slows the plane down.) 

Rotary wing, light-than-air, and VTOL 
aircraft can take off vertically, so they 
don't have to worry about building up 
speed. 

Canding 
Landing is essentially the same 

process in reverse. The aircraft lines up 
with the runway, slows to near stall 
speed (within 10 mph), and then 
descends in a shallow dive. Once 
altitude drops to zero, the pilot must 
make a Fair (5) fIyjn' roll to "flare" the 
plane out. This deliberately stalls the 
wings and settles the plane gently onto 
the runway. Failure causes ld4-2 damage 
to the landing gear. 

Sometimes it's necessary to land hot. 
For game purposes this means landing 
when your speed is more than 10 mph 
above stall speed. This requires an 
Onerous (7)fIyjn' roll. The TN is 
increased by +2 for every 10 mph "hot" 
the aircraft is. If the roll succeeds, the 
plane gets down in one piece. Failure 
means that the plane bounces back into 
the air. It immediately gains an altitude 
of 1" and suffers ld4 drag. If the aircraft 
doesn't stall, the pilot can try to set it 
down again on the next phase. 

While on the ground, aircraft are 
governed by the movement rules for 
ground vehicles found in Road Warriors. 
An aircraft receives no bonus for its 
Handling while grounded. Taxiing 
aircraft can perform the following 
ground vehicle maneuvers: accelerate, 
brake, donut, drift, and turn. 

Some aircraft are equipped with 
thrust reversers or parachutes to aid in 
braking once on the ground. These are 
listed in the individual aircraft 
descriptions and state how much 
additional braking power they give. The 
plane may brake by this amount plus 10 
mph without having to make a roll to 
keep the plane under control. 

Roll 
1-2 

3-4 

5-6 

7-8 

9-10 

11-12 

13-14 

15+ 

Effect 
Drag: The maneuver is executed, bu 

rating is increased by 1. 
Bumpy Ride: The maneuver works 

expect your passengers to fly wit 
again. The unexpected jolts impos 
aa Aptitude rolls made'before ihe nex 
movement phase. 

Sideslip: The aircraft sideslips 
vehicle's full movement rathe 
performing the desired maneuver. 
aircraft was turning, it slips in 
direction opposite of the desire 

Altitude Gain: The intended man 
and the aircraft accidentally 
ld6' of altitude and suffers 2 

and the aircraft accidentally 
altitude. It gains no extra spee 
loss. 

Tumble: Your brainer temporari 
control. The aircraft moves r 
each inch of movement roll 
turns 45" to the left, on a 2 
goes straight, and on a 6 it 
right. Its altitude also 
On an even result it g 
On an odd result it loses 
causes the aircraft to suffe 

Stall: The aircraft stalls. Its s 
immediately drops to 10 
stall speed. The pilot mus 
roll to determine whether 

Altitude Loss: The intended 



”firer mounted penalty. If the vehicle 
comes to a halt, of course, you can balls ignore this penalty. 

Now that your brainer knows how to 
write his true love’s name in the sky in 
big letters, it’s time to talk about how to 
put those flying skills to good use. 
Namely, sending your enemies back to 
earth as a flaming, screaming wreck. 

Aerial combat works much like 
regular combat with a few twists and 
special modifiers. Unless the rules state 
otherwise, all normal modifiers apply. 

or vehicle weapon on each of his 
actions. This requires an Action Card- 
pilots don’t get to fire vehicle weapons 
as piloting maneuvers. A hero can fire 
multiple weapons which have linked fire 
controls as a single action. All linked 
weapons must be fired at a single 
target, but make separate attack rolls 
for each one. 

A character may fire either a personal 

- 
Shooterssuffer-a further -1 penalty to 

their shootin’ totals for each 10 mph of 
the target’s speed. This speed is figured 
relative to the shooter. If the shooter’s 
vehicle is moving in the same general 
direction as the target, subtract the 
slower speed from the faster to find the 
relative speed. If the shooter and target 
are directly in line with each other, 
halve this number (since it’s much easier 
to hit a target that is moving in a 
straight line toward or away from you). 
If the target is moving across the 
shooter’s path, simply use the target’s 
actual speed. 

Sire 
Every vehicle has a size modifier. Add 

this to the shootin’ total of anyone firing 
at it. 

Flange 
If you are using the counters and 

movement rules provided in this book, 
simply measure the distance between 
the shooter and the target. Each inch of 
distance translates to 5 yards of range. 
Use the weapon‘s Range Increment to 
determine the base TN to hit, just as you 
would in normal combat. 

Flying targets add another variable 
into the mix: altitude. When figuring the 
range to a target that is at a different 
altitude, add half the difference in height 
to the horizontal range. A target that 
was 1 0  away and 1 0  higher than the 
shooter would be considered to be at a 
range of 15” (10’ + 10’/2). This method 
isn‘t entirely accurate, but it beats 
having to do a bunch of square roots in 
the middle of a combat. 

Speed 
Speed affects ranged attacks in a 

number of ways. For starters, all fire 
from moving vehicles suffers the -2 

t vehicle weapons are fired either 
driver or by a gunner who is 

the weapon. They’re 
sights or the front 

Called Shots 
If your hero wants to damage a 

particular part of the target, he can take 
a called shot. The modifiers to hit 
common aircraft locations are listed on 
the Airborne Shootin’ Table. When 
taking a called shot at an aircraft, the 
vehicle‘s Size modifier does apply to the 
shootin’ total-a 747’s tires and engines 
are a lot bigger than those of a Piper 
Cub. This is different from Road 
Warriors. 

Fixed Weapons 
The most common aircraft weapons 

are forward facing in fixed mounts. 
These weapons are aimed by pointing 
the aircraft at the target. This requires 
not only some piloting skill, but the 
knowledge of when to hit the trigger. 
When firing these weapons, the driver 
uses his appropriate shootin’ Aptitude, 
but it‘s based on his Nimbleness instead 
of his Deftness. 



of the aircraft. Some equipment, though, 
allows a hero to control a weapon 
remotely, but without giving much of a 
sight picture. Remote-controlled 
weapons, and any rear-facing weapons 
fired by the pilot, fall into this category 
and suffer a -4 penalty to all shootin’ 
rolls. 

fit t i tude 
Sorry, we’re not talking about how 

cool your waster is. This is about which 
way your brainer’s aircraft is pointing 
when it comes time to pull the trigger. A 
plane in a vertical dive is going to have 
a hard time shooting an aircraft above it. 
Depending on the firing aircraft‘s last 
maneuver, it may have restrictions on 
which targets it can shoot at. Check out 
the Attitude Table for details. 

Note that these restrictions apply to 
f ixed-mount, forward-f iring weapons- 
the most common type of aircraft 
weapon. Rear-firing weapons would 
reverse the restrictions. In other words, a 
rear-firing weapon treats a vertical dive 
as a vertical climb when figuring 
restrictions. Marshals should use 
common sense when figuring firing 
restrictions for turret-mounted weapons 
and other weapons with unusual firing 
arcs. 

Flying machines hadn’t been around 
very long when someone realized that 
you could drop things on people from 
up above. Of course, things got out of 
hand, as they tend to do, and the 
dropped items quickly escalated from 
lugeys and eggs to rocks to 2000 lb., 
delayed fuse, laser-guided bombs. 

computing a bombs release point and 
trying to model this realistically would 
require a lot of math (not to mention a 
much larger playing area), so we’ve 
opted for a simplified system. 

To bomb a target, the attacking 
aircraft must fly directly over it. The 
attack is made as the aircraft passes 
over the target, so the pilot or 
bombardier must have a card held to 
drop the bombs. The TN for the attack 
depends on the types of bomb being 
dropped and the aircraft’s maneuvering. 

There are many variables that go into 

Attitude 
Level flight 

Climb 

Dive 

Vertical climb 

Vertical dive 

Spin 

Restriction 
Horizontal range to the target m 

be greater than the difference i 
altitude. 

Target must be at an altitude 
or higher than the firing a 
and the horizontal range t 
target must be greater than th 
difference in altitude. 

Target must be at an altitude e 
or lower than the firing air 
the horizontal range to t 
must be greater than the 
in altitude. 

Target must be at a higher 
than the firing aircraft a 
difference in altitude must 
greater than the horizontal 
the target. The aircraft 
aircraft which are ” 

Target must be at a 
than the firing air 
difference in altitude m 
greater than the horizo 
the target. The aircraft 
aircraft which are ”be 

N o  weapon fire possible 
spinning aircraft. All f i  
aircraft suffers a -4 pen 

Situation 
Firing remote weapon 
Called shots: 

Engine 
Tire (from side) 
Tire (from front or rear) 
Passenger 

-4 

-2 
-4 
-6 

Special* 
Window 
Weapon 
Fuel Tank 

Target Speed 
Size 



Size 
The TN of the attack is reduced by 

the Size modifier of the target. If the 
pilot is simply aiming at a point on the 
ground, this is considered a Size 

TN Modifier 
+1 
+1 modifier of 0. 

0” of altitude (approx. 1000) 

turned on current phase 
ase flying straight at target 

turned on previous phase +2 

+4 Diving -1 (Max -6) 
-Size mod. 

-2 
-4 

Diving at a target greatly increases 
bombing accuracy. If the aircraft is in a 
dive or vertical dive on the phase it 
passes over the target, it receives the 
appropriate modifier. 

T’he Wttac% 
The base TN for a bombing attack is 

11, but there are quite a few factors that 
can adiust the TN. These are listed on 
the Bombing Table above. The speed and 
altitude modifiers are pretty self- 
explanatory, but let’s take a look at a 
few of the others. 

rwns 
Turning just prior to dropping bombs 

makes it much more difficult to line up 
the attack. In addition, if the plane is 
still banked when it releases its load, 
the G forces cause the bombs to drop 
sideways, away from the direction of the 
turn. If the aircraft turned on the phase 
just before the one in which the attack 
is made, the TN goes up by +2. If the 
aircraft turns on the same phase as the 
attack, the TN goes up by +4. The 
aircraft can turn after passing over the 
target with no penalty. 

Flying Straight 
Each phase that the aircraft spends 

traveling in a straight line toward the 
target lowers the TN by -1. This means 
that vehicle may not perform any 
maneuvers other than accelerate, 
decelerate, dive, and vertical dive. Even 
though the aircraft moves straight, it 
cannot perform a jink maneuver without 
throwing off the pilot’s aim and losing 
this bonus. 

the TN is by -6. 
The maximum amount this can lower 

Once you’ve figured out the final TN 
for the bombing run, your hero needs to 
make afZyjin’ roll. If he succeeds, the 
bomb lands right on target. If not, it’s 
necessary to find out where it landed. 

Roll ld12 to determine a random clock 
facing out from the point of impact. The 
bomb deviates in this direction a 
distance equal to the aircraft‘s speed 
divided by 100 (round up) times the 
number of points by which the attack 
roll missed. 

Any number of bombs can be 
released in a single attack. If the attack 
succeeds they all hit on target; if it fails 
they all deviate to the same spot. 

Ripple Release 
Most military aircraft can perform a 

ripple release of their bombs. What this 
means is that once the pilot hits the 
bomb release, bombs drop from the 
plane at a set interval. 

When performing a ripple release, the 
pilot must specify the bomb release 
interval; this is usually anywhere from a 
quarter second to one or two seconds. 
Conduct the attack as usual and 
determine where the first bomb lands. 
The remaining bombs land in a straight 
line pointing in the direction of the 
aircraft’s movement when the attack 
was made. The distance between each 
bomb is eaual to the selected interval in 
seconds times the aircraft’s speed when 
the bombs were dropped. The bombs 
from an airplane moving at 160 mph (16 
of movement) with a quarter second 
release interval would land 4 apart (16’ 



Guided bombs use the same 
procedure as unguided. The only 
difference is that the target must be 
illuminated by a targeting laser at the 
time the attack roll is made. It doesn't 
matter who fires the laser-it could be 
the bombing aircraft, the bomber's 
escort, or someone on the ground-as 
long as its tuned to a frequency the 
bomb can "see." 

As long as the target is being 
"painted with a laser, the bombs ignore 
all modifiers for the aircraft's speed and 
altitude and any modifiers for the 
aircraft turning. Diving at the target still 
helps to improve accuracy. If the bombs 
are on target, they hit at the precise 
point targeted by the laser. If they miss, 
they deviate only half of the normal 
distance. 

If a smart bomb has no laser spot to 
track, resolve its attack as if it was a 
regular, unguided, "dumb bomb. 

Painting a target for a smart bomb 
attack simply requires the person doing 
the designating to hit the target with a 
successful shootin: laser roll, and keep 
the laser on the target until the bombs 
impact. If the target is stationary, this is 
automatic. If the target is moving, the 
designator must roll to hit on his first 
action each round. 

Guided Bombs 

T'arget Rcquisition 
All missiles depend on a sensor of 

some sort to guide them to their targets, 
so the first step in launching one is 
making sure that the sensor is locked 
onto the target. For laser-guided 
weapons, this means hitting the target 
with a targeting laser. As with guided 
bombs, this simply requires a successful 
shootin: laser roll. 

Most other missiles rely on either 
radar or a passive infrared sensor to 
home in on their targets. These missiles 
must lock on before they can be fired. 
This requires an action from the pilot or 
weapons operator. Roll the sensor rating 
of the weapon's sensor versus the rating 
of any jamming systems the target 
possesses. Radar-guided missiles can 
use the radar rating of the launching 

Missiles 
Another weapon that is a big part of 

modern aerial combat is the guided 
missile. Although supplies of these bad 
puppies are running low since the end 
of the Last War, it's still possible to run 
into one. The Combine and Junkyard 
still turn out small numbers of them, as 
do individual junkers with the rocket 
man power, and many intrepid pilots 
have modified their crates to hold a 
brace or two of these deadly projectiles. 
A few unlucky souls have also found 
functional automated SAM (surface-to- 
air missile) emplacements along the 
Mason-Dixon wall the hard way. 

There are three basic steps to 
determining if a guided missile your 
brainer launches actually hits its target 
target acquisition, launch, and 
countermeasures. Let's take a look at 
what happens in each of these steps. 



than launched. If not, all passengers in the 
target vehicle who are in a position to 
see the missile (this is up to the 
Marshal, but should be based on the 

onal: 
air (5) 

roll to aid lock on. Each success and 
raise on this roll adds +1 to the sensor 
roll. The target’s size modifier is also 
added to the sensor roll. At the other 
end, if someone is actively operating the 
jamming system, he can also make a 
professional: sensor operation roll to add 
to the jammer’s total. 

If the target is not jamming, the 
sensor simply has to succeed at a Fair 
(5) roll. 

Once lock-on is achieved, the weapon 
is ready to fire. The pilot or weapons 
operator can launch it on her next 
action. If the weapon is not launched 
immediately, the lock-on must be 
maintained each round. Roll on the first 
Action Card of the character controlling 
the weapon. 

A target vehicle can only tell that it 
has been locked on to if it has a system 
capable of detecting the sensor being 
used by the launching vehicle. In most 
cases this means a radar detector or 
laser sensor. 

There is no way to tell if a weapon 
using a passive sensor, like a heat- 
seeking missile, has locked on until it 
actually launches. 

Launch 
Launching a missile requires an 

action. Once fired, the missile travels a 
distance equal to its listed Move plus 
the launching vehicle’s speed each 
phase. A missile with a Move of 70, 
launched from an aircraft moving at 1 2  
a phase, would move at 82’ a phase, for 
example. Don‘t worry about plotting the 
missiles exact path, simply move it in a 
straight line toward its target. The 
missile must spend 1” of movement for 
each inch of altitude change. 

If  the target aircraft is aware that it 
has been locked on to, assume that the 
crew has its eyes peeled for the missile 
and automatically detect it when 

type of aircraft the heroes are flying 
and the direction from which the 
missile is approaching) should make a 
Hard (9) Cognition roll immediately after 
launch, and at the beginning of each 
round thereafter, to spot it. 

If the missile isn‘t spotted before it 
reaches its prey, the target aircraft 
cannot take any evasive actions against 
it, jam it, or activate any 
countermeasures. 

Goun termeasures 
If the target aircraft is aware that a 

missile is bearing down on it, it can 
attempt to spoof it or at least get the 
Hell out of its way. On each of their 
Action Cards following the missile‘s 
launch, the pilot and any passengers 
with access to the appropriate controls 
may attempt to jam the missile or 
activate countermeasures systems like 
flare or chaff launchers. 

Jamming the incoming missile is 
another contest of the jamming system’s 
rating versus the missile’s sensor rating, 
plus any applicable modifiers due to the 
system operator’s professional: sensor 
operation roll. If the jammer wins, the 
missile loses its lock and goes off 
course. 

On the phase in which the missile 
reaches its target, the pilot has one last 
chance to avoid disaster. If the pilot has 
an Action Card remaining, he can spend 
it as a vamoose to perform an 
emergency turn maneuver. Roll a 
contest of f!yin’ between the pilot and 
the missile. 

If the pilot wins, the missile misses 
the target aircraft by 1“ for every point 
by which his total exceeded the 
missile’s. This may still leave the target 
inside the area of effect of the missile’s 
warhead. Provided it survives the blast, 
the next time the target aircraft moves, 
it must perform an emergency turn 



In case you missed it in Road 
Warriors or The Junkman Cometh, here’s 
the rules for damaging vehicles and 
other mechanical objects one last time. 

Durability 
As we mention in Hell on Earth, every 

vehicle has a Durability rating. This is a 
measure of how much damage the craft 
can withstand before it conks out. 

Durability Steps 
A vehicle‘s Durability is further 

broken down into five steps (we called 
them “damage increments” in Hell on 
Earth, but “Durability Steps” is what we 
really meant). Each time an aircraft 
accumulates damage equal to a 
Durability Step, all ffyin’ and shootin’ 
rolls made for the craft suffer a 
cumulative -1 penalty. 

Once a vehicle accumulates damage 
equal to its Durability, it’s considered 
knocked out. It has become unflyable 
and ceases to operate. It automatically 
performs a basic decelerate maneuver 
each movement phase, until it stalls or 
the pilot manages to get the thing back 
on the ground. The only way for the 
aircraft to pick up speed is to dive. 

Rotary wing and VTOL aircraft in thi 
condition are in serious trouble. VTOL 
aircraft simply drop from the sky. 
Rotary wing aircraft can attempt to 
perform an autorotation landing. See 
page 76 for details. 

A vehicle in this condition is not 
necessarily destroyed. It may still be 
possible to repair it. 

Gat ast rcphic; Damage 
If a vehicle ever takes damage equal 

to twice its Durability, it has been 
destroyed. There’s not enough left to put 
back together, although a merciful 
Marshal might allow your brainer to 
make a scroungin’ roll to pick out some 
spare parts. 

W e a p ~ n  Glasses 
Ranged weapons are divided up into 

four classes based on their ability to 
perforate, twist, and otherwise mangle 
innocent pieces of machinery, The 
standard damage ratings for weapons 
are against living flesh; against unfeeling 
steel, most do significantly less harm. 

Small hrms 
Most weapons in Hell on Earth fall 

into this class. It includes most 
handheld personal weapons and light 
machine-guns. All firearms smaller than 
50 caliber-and other ranged weapons 
with limited damage potential, like 
crossbows, slingshots, etc.-are small 
arms. 
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le’s Durability. It is possible for a 
weapon to do nodamage. 

light Weapons 
This class includes most heavy 

machine-guns and light antiaircraft 
weapons-all weapons SO caliber or 
larger but less than 25mm. Some 
oddball weapons like ballistae also 
belong in this class, as does damage 
from spells not designed specifically for 
damaging vehicles. 

Divide light weapons damage by 5 
(round down) before subtracting it from 
a vehicle’s Durability. 

Heavy Weapons 
This class includes heavy weapons 

intended to deal with light armored 
vehicles and fortifications. Weapons 
25mm or larger, but less than 75mm fall 
in this category. Certain large, primitive 
weapons like catapults are also 
classified as heavy weapons. 

Heavy weapons damage is divided by 
2 (round down) before being subtracted 
from Durability. 

Once your waster puts steel on target, 
it’s time to see how much havoc is 
wrought. 

Roll Hit tocation 
Unless the attack was a called shot, 

roll ld20 on the hit location table 
corresponding to the type of vehicle hit 
to see where it impacts. As  usual, each 
raise on the shootin’ roll can modify the 
hit location by 4 point. 

The hit location tables are set up with 
the front of the aircraft at the top of 
the table, and the rear of the vehicle at 
the bottom. For this reason, add +2 to 
the hit location roll when firing from 
the rear and subtract -2 when firing 
from the front. 

Critical Hits 
Each time a vehicle accumulates 

damage equal to a Durability Step (or in 
the case of weapons, you fail a critical 
hit check), the vehicle suffers a critical 
hit. Roll 2d6 on the critical hit chart for 
the component which took the damage 
that caused the critical. There are no 
passenger critical hits. 

. -  - . -  

includes all weapons 75mm [@f;atiQfl Effects 
_. ._ .,.b--, ,nd all antitank weapons. 
These bad puppies do full damage 
against vehicular targets. 

A number of the hit locations have 
special effects when they take damage. 

Explosives Engine 
Explosives (including burst spells 

such as nuke) can do either light or 
anti-vehicular damage. Any explosive 
with a Burst Radius of 10 or more that 
goes off within its first Burst Radius of 

Hits to this location rattle around in 
the engine compartment. There‘s 
normally a lot of metal in such areas, 
so increase the aircraft‘s Armor Valu 
this area by +l. If the aircraft has 

. 

~- 

Le in 

the target, or any AP explosive which 
impacts the target, is treated as anti- 
vehicle damage. Any explosive with a 
Burst Radius of les: 
more than one radii 
does 1 

multiple engines, determine which one 
suffered the hit randomly. 

. .  . . 

Fuel T‘anb 5 than 10, or which is 
us from a vehicle, 

light damage. The crate has been hit in the go-juice. 
The vehicle’s Armor applies normally 
against a fuel tank hit. 

Fuselage 



Landing Gear 
Retractable landing gear is protected 

by the aircraft’s Armor value while 
stowed. 

Fassengers 
The shot has hit the passenger 

compartment. Roll randomly among the 
passengers to see who was hit and then 
roll hit location for the unfortunate 
victim. If the indicated area is covered 
by the vehicle, apply the vehicle’s Armor 
rating to the damage. If the hit location 
is exposed (the upper torso, head, and 
arms, for example, in an open-cockpit 
biplane) the brainer takes full damage. 

Rotors 
Damage from projectile weapons has 

a good chance of passing right through 
the whirling rotors. Roll ld6 against the 
number of rotor blades the aircraft 
possesses. If the roll is greater than the 
number of blades, the shells pass 
through the blades without doing any 
damage. Otherwise they hit, doing 
normal damage. Explosive weapons 
cause damage normally to this location. 

Tail Rotor 
A s  with the main rotors, projectile 

weapons may pass between the rotating 
blades. Use the same procedure as 
outlined above. Unless otherwise noted, 
assume the tail rotor has two blades. 

Weapon 
Hits to this location strike a weapon 

mounted on the side of the vehicle 
facing the shooter. If there is more than 
one, determine which is hit randomly. If 
there are no weapons on the targeted 
side, apply the damage to the body 
instead. Damage to weapons doesn’t 
subtract from the vehicle’s Durability. 

Externally-mounted weapons get no 
protection from the vehicle’s armor, but 
they have an innate Armor value of 1. 

Every time a weapon is damaged, 
check for a critical hit. Roll ld6 (rerolling 
aces) against the amount of damage 
done to the weapon. If the roll exceeds 
the damage, the weapon is fine. 
Otherwise it suffers a critical hit. 

Roll Location 
1-2 Engine 
3-4 Passengers 
5-9 Wings 
10 Landing Gear 

11-12 Fuel Tank 
13-14 Weapons 
15-18 Fuselage 
19-20 Tail 



If one of the pilots involved desires 
the collision, roll a contest offlyin: If 
the kamikaze wins, the collision takes 

also. The amount Gf 
passengers take depends on 

are not secured take half 
securely they are strapped in. 

amage that the 

Roll 
1-3 
4-5 
6-7 
8-12 
13 

14-15 
16-17 
18-20 

Location 
Fuselage 

Passengers 
Engine 

Gas bag 
Landing Gear 

Fuel Tank 
Weapons 
Fuselage 

place. 
In the case of colliding with a 

stationary object like a mountain or 
building at the same altitude, the pilot 
doesn’t get this roll. It‘s up to the player 
controlling the aircraft to maneuver 
around such things. 

The Caws sf Space and T’ime 
A lot of strange things can happen in 

Hell on Earth, but the average vehicle 
can’t alter the laws of physics. In game 
terms, that means that whenever 
something like that happens, we close 
our eyes and ignore it, 

Specifically, it‘s impossible for a 
slower vehicle to hit a faster vehicle 
from behind. This situation sometimes 
occurs when a faster aircraft comes up 
from behind a slower vehicle and then 
sideslips or turns in front of it. If this 
happens in your game, simply move the 
slower vehicle’s counter through the 
faster one’s-in this case, that doesn’t 
cause a collision. 

Ccllisivn Damage 
When an aircraft runs into another 

object, it takes ld6 damage for every 10 
mph of relative speed (calculate this in 
the same way as you would for a shot 
from one vehicle to the other). Subtract 
the vehicle’s Size modifier and the level 
of the vehicle’s Armor at the point of 
impact (Armor works differently in a 
crash-instead of reducing the die type, 
it reduces the number of dice) from the 
number of dice suffered. Add the Size 
modifier of the object struck to the 
number of dice. In the case of vehicles, 
the maximum modifier is +6, while 
large, immobile objects like mountains 
and buildings have sizes of +lo. 

Passenger Damage 
A collision not only hurts the vehicle, 

but it can shake up the passengers 
also. The amount Gf 
passengers take depends 01 n 

Mandatwy Maneuvers 
Some critical results call for the 

vehicle to automatically perform a 
certain maneuver each movement phase. 
These mandatory maneuvers always 
succeed and inflict the maneuver’s 
normal Drag rating on the aircraft. 

These maneuvers do not count 
against the pilot‘s one maneuver per 
phase. However, the pilot can use his 
maneuver to make a f l y i n ’  roll for the 
mandatory maneuver and attempt to 
reduce the Drag. 

With all the potentially dangerous 
objects whizzing around the sky, it‘s 
very possible your waster‘s crate may 
smack into something it shouldn’t have. 
This can be bad for both the aircraft 
and its occupants. 

ievk out! 
Whenever an aircraft’s counter 

overlaps that of another aircraft at the 
same altitude, there’s a potential for a 
collision. The pilots involved may make 
immediate fryin’ rolls to avoid this. The 
TN for this roll is Fair (5) plus +2 for 
every full 100 mph of relative speed. As 
long as one of the pilot’s involved 
makes the roll, the collision is avoided. 



vehicle does. Riders who are wearing 
their seat belts (or are otherwise 
strapped in) reduce the number of dice 
taken by -4. 

damage. 
All collision damage is massive 

Bob's ultralight (Size +2, 
rmor 0)  buzzes into a 747 (Size 

+6, Armor 1) at a relative speed of 
100 mph. The base damage is 
10d6. The ultralight actually takes 
14d6 (10-2+6) damage (bye, Bob!) 
and the 747 takes 5d6 (10-6-1+2). 
Bob is securely strapped into his 
flying machine so he takes 3d6 
massive damage (14/2-4) from 
the impact. 

Weapon Damage 
Weapons at the point of impact take 

full damage from a collision. 

If a vehicle suffers enough damage in 
a collision to cause multiple criticals, 
roll a location for each one. If a 
passenger result comes up, select one at 
random. This brainer gets to take an 
additional 3d6 damage as a portion of 
the vehicle crumples into him. 

Gollisien Grits 

--__ 

Flying Mishaps 
We've covered nearly everything you 

need to know to take to the skies, but 
there are a few special situations we 
need to cover before your brainer fires 
up his crate. 

Cesing Rn Engine 
It's po:;sible for your waster's flying 

machine to lose the use of an engine 
due to an engine or fuel critical. The 
effect this has depends on the type of 
aircraft your hero is piloting: 

Fixed wing aircraft that lose all of 
their engines perform an automatic 
decelerate maneuver each phase and 
may not accelerate. Multi-engine planes 
have their Acceleration ratings reduced 

Losing Gontrol 
A collision with another vehicle can 

really mess with a person's 
concentration. Being in a collision 
requires a flyin' roll for each pilot 
involved (remember, if it's not your 
movement, hold off on the roll until just 
before your next move). The TN is Fair 
(5), modified by +1 for each 20 mph of 
collision speed (the speed that was used 
to work out the damage). 

Using the example above, the 
pilot of the 747 would have to 
make aflyin'roll against a TN of 
10 (5+100/20) plus any modifiers 
due to the damaged suffered 
from the collision. In the unlikely 
event that Bobs ultralight 
survived the impact, he would 
also need to roll against the 
same TN. 



by 5 mph and their top speeds lowered 
by 10 mph for each engine lost. In 
addition, all flyin’ rolls made for the 
aircraft suffer an additional -2 penalty 
due to the unbalanced thrust produced 
by the remaining engines. 

Rotary wing aircraft which lose all 
engines must perform an autorotation 
landing. This is described in detail 
below. Multi-engine rotary wing craft 
suffer the same effects as fixed wing for 
losing only partial power (many combat 
choppers have multiple engines for a 
single rotor as a backup system). 

VTOL aircraft that lose their engines 
are out of luck-they just drop from the 
sky. The aircraft performs a decelerate 
maneuver each phase, while 
accelerating by 20 mph each phase 
straight down. The aircraft cannot climb, 
and all other maneuvers suffer a -4 

As long as  the piiot keeG the craft‘s 
speed up, it can maneuver normally 
(although it can‘t power climb). Landing 
the thing requires a combination of a 
dive to put the chopper on the ground 
and a decelerate maneuver to kill its 
forward speed. 

Belly Landings 
Sometimes it’s necessary to land an 

aircraft without the landing gear 
deployed. This requires a Fair (5) flyin’ 
roll plus +1 for every 10 mph of the 
vehicle’s speed when it touches down. 
Landing with partial gear is even 
harder-add +4 to the TN. If the roll is 
successful, the aircraft takes ld6 
damage per 10 mph of speed as it slides 
along. Failing the roll means the aircraft 
cartwheels out of control and takes Id6 
damage Der 5 mDh of meed to a 



Some brainers jump out of perfectly 
functional aircraft on purpose, others 
bail out only after their enemies have 
turned their machine into a flying 
colander. Either way, your hero‘s going 
to want to have a parachute (or two) 
handy. 

Once your waster leaps out into 
space, each movement phase he 
accelerates 20 mph straight down until 
he reaches a speed of 100 mph. If he 
makes a Fair (5) Nimbleness roll, he can 
drift up to 1 / 2  in any direction for each 
inch of downward movement he has. 

After your hero opens his chute 
(which takes an action), his downward 
plunge slows by 40 mph per phase until 
he has slowed to a speed of 20 mph. 
Unless the brainer decides to get fancy, 
he continues to drift downward at this 
speed until he reaches the ground. 

Gettin’ Fancy 
If your hero has the flyin: skydivin’ 

Aptitude she can maneuver her 
parachute much like an unpowered 
aircraft. 

Each movement phase the parachute 
drops 2’. This happens regardless of any 
other movement it performs. With a Fair 
(5) flyin: skydivin’ roll, your waster can 
make the parachute drift 1” in any 
direction for each inch it drops. 

Your hero can also dive the parachute 
to pick up some forward speed. The first 
phase of a dive (when the parachute has 
no forward momentum), it can dive up 
to 2”. This speed can be used to perform 
any of the standard maneuvers available 
to fixed wing craft except accelerate. 
The parachute performs a basic 
decelerate maneuver at the beginning of 
each movement phase. A standard 
parachute has a Handling of +2 and a 
top speed of 60 mph. 

landing 
When the parachute reaches the 

ground, the skydiver must make a Fair 
(5) Nimbleness roll to avoid taking 2d6 
damage to a leg. Each 5 mph of forward 
movement the parachute has when it 
lands adds +2 to the TN and increases 
the damage by +ld6. 

d 

There are very few military aircraft 
gracing the skies of the Wasted West 
these days. Most of those that weren‘t 
destroyed in the war have broken down 
due to a lack of spare parts and regular 
maintenance. Of course, that doesn’t 
mean the aircraft that are flying are 
unarmed-not by a long shot! The great 
majority of civilian aircraft pressed into 
service by the intrepid airmen of the 
post-Judgment West have some sort of 
weapon bolted, screwed, strapped, or 
otherwise fixed to it. 

The Rircraf t 
Before we get into the nitty-gritty of 

modifying your aircraft, let‘s take a look 
at a selection of standard models and 
their statistics. Each aircraft has a 
number of common stats; anything out 
of the ordinary is listed in the Special 
Equipment portion of the entry. 

Common S t a b  
Here‘s a quick review of the aircrafts’ 

basic statistics: 
Cost is the amount needed in trade to 

buy the basic aircraft as is. The cost of 
any modifications are extra. 

Engine lists the number and type of 
engines the aircraft is equipped with. - - * -  

Gas tank lists the size of the vehicle‘s 
fuel tanks in gallons. Multiplying this by 
the aircraft‘s MPG rating gives you how 
far the vehicle can travel on a full tank. 

Acceleration is the amount by which 
the aircraft can increase its speed each 
movement phase. 

Durability is the total amount of 
damage a vehicle can take before it 



Load firnit is a measure of how much 
extra junk your hero can slap on his 
crate and still have it leave the ground. 
Each piece of equipment has a slot 
rating. If the total slots of extra 
equipment exceed the aircraft’s Load 
Limit, performance suffers. 

weapons and equipment can be 
attached to the aircraft. The number 
following the location is the maximum 
amount of slots in gear and weapons 
that can be mounted there. 

Cargo is the amount of free space in 
slots the vehicle has available for 
carrying cargo and special systems. 

M o m  ting locations are places where 

Biplane 
There are still quite a few biplanes 

flying the skies of the Wasted West. 
Before the war, some saw use in air 

cost Passengers Engine 
$5000 2 Single piston 

G a s  Tank MPG Handling 
30 5 +2 

Top Speed Stall Accel. 
100 mph 50 mph 10 mph 

Durability Armor Size 
30/6 0 +3 

Load Limit 
75 

Mounting Locations: Fuselage (x2) 50, 

Special Equipment: None 
wing (x2) 70 

cost 
$20,000 

Gas Tank 
100 

Top Speed 
60 mph 

Durability 
100/20 

Passengers 
8 

MPG 
5 

Lift 
2” 

Armor 
0 

Load Limit 
200 

Engine 
Dual-piston 
Handling 

-3 
Accel. 
5 mph 
Size 

+6 

Mounting Locations: Gondola (x4) 125 
Special Equipment: Electronic 

billboard, 100 slots of cargo space 

Gar@? Hauler 
There were many workhorse-type 

aircraft in the skies of the Wasted West 
before Judgment Day. Many hauled 
rubber dog doo and other necessities of 
modern life. 

Gas Tank MPG Handling 
100 10 -2 

Top Speed Stall Accel. 
220 mph 80 mph 10 mph 
Durability Armor Size 

75/15 1 +5 
Load Limit 

250 

Mounting Locations: Fuselage (x4) 200, 
wings (x4) 150 

Special Equipment: Advanced 
autopilot, 1400 slots of cargo space 



cost 

Gas  Tank 
200 

Top Speed 
300 mph 
Durability 

45/9 

$10,000 
Passengers 

8 
MPG 

5 
Stall 

85 mph 
Armor 

0 
Load Limit 

180 

Engine 
Twin jets 
Handling 

+2 
Accel. 
15 mph 
Size 

+3 

Mounting Locations: Fuselage (x2) 100, 

Special Equipment: Bucket seats, 
wings (x2) 80 

civilian autopilot, wet bar 

Helicopter, Civilian 
These all-purpose craft had many 

uses, from crop-dusting to sightseeing 
tours to traffic reporting. These craft are 
now popular scouting vehicles with the 
Sky Pirates. 

cost 
$8000 

Gas  Tank 
50 

Top Speed 
150 mph 

Durability 
301’6 

Passengers Engine 
4 Single turbine 

MPG Handling 
10 +3 

Stall Accel. 
NA 10 mph 

0 +3 
Armor Size 

Load Limit 
150 

Mounting Locations: Fuselage (x2) 100 
Special Equipment: 2-bladed rotor, 150 

slots of cargo space 

Helicopter, Military 
These light transport choppers were 

the battle taxis of armies on both sides 
of the Mason-Dixon Wall. Unlike civilian 
helicopters, whose biggest threat was 
not hitting each other while filming 
high-speed chases on the Canyon 
Causeway, military choppers often had 
people shooting at them, so they’re fully 
equipped with a number of 
sophisticated countermeasure systems. 

cost Passengers Engine 
$20,000 10 Twin turbine 

Gas  Tank MPG Handling 
120 5 +2 

Top Speed Stall Accel. 
150 mph NA 10 mph 

Durability Armor Size 
45/9 0 +3 

Load Limit 
300 

Mounting Locations: Fuselage (x2) 150, 
weapon wing (x2) 200, 560 slots of 
cargo space (without passengers). 

Special Equipment: Decoy launcher, 
high-G reinforcement -1, IR jammer, 
radar jammer, 2-bladed rotor 



lar as recreational vehicles before 
t t War, most hot air balloons still 
in use are employed as tethered 
observation posts by many of the larger 
survivor communities. Few brainers are 
foolish enough to travel the Wasted 
West at the mercy of the wind, but 
some do. 

" 
(x4) io0 

Special Equipment: Afterburner, AQP- 
1100 radar, military grade autopilot, 
decoy launcher, ejection seat, high-G 
reinforcement -2, IR jammer, M-205 
cannon, radar jammer, radar warning 
receiver 

cost 
$2000 

Gas  Tank 
None 

Top Speed 
Wind 

Durability 
20/4 

Passengers Engine 
4 None 

MPG Handling 
NA 0 
Lift Accel. 
1" NA 

0 +4 
Load Limit 

50 

Armor Size 

Mounting Locations: Gondola (x2) 50 
Special Equipment: None 

Jet Fighter 
These high-performance mounts are 

highly sought after by Throckmorton 
and other would-be world conquerors 
despite their high maintenance and fuel 
requirements. The stats below are for a 
typical two-seater fighter-bomber like 
the Southern Alliance's F-32 Condor. 

~ ~ _ _ _ _ _ ~ - ~  

Mounting Locations: Fuselage 
hardDoints (x4) 200, wing hardDoints 

60 mph 10 mph 

0 +3 
Load Limit 

90 

Durability Armor Size 

cost 
$500,000 

Gas  Tank 
1000 

Top Speed 
1500 mph 
Durability 

60/12 

Passengers 
2 

MPG 
1 

Stall 
90 mph 
Armor 

1 
Load Limit 

300 

.11- 

Engine 
Twin jets 
Handling 

+2 
Accel. 
30 mph 

Size 
+4 

Prep, Single Engine 
This category covers most light 

civilian recreational aircraft like the 
Piper Cub and the Cessna Skyhawk. 
Many of these aircraft survived the war 
at small local airports. 

cost Passengers Engine 
$6000 4 Single piston 

Gas Tank MPG Handling 
50 10 +2 

Top Speed Stall Accel. 
120 mph 50 mph 10 mph 

Durability Armor Size 
25/5 0 +3 

Load Limit 
50 

Mounting Locations: Fuselage (x2) 75, 

Special Equipment: Civilian autopilot, 
wings (x2) 50 

50 slots of cargo space 

brop, Multi-Engine 
This category covers most civilian 

twin-engine aircraft like the Beechcraft 
King Air and others. They can often still 
be found at civilian airports. 

cost Passengers Engine 
$8000 6 Twin piston 

Gas Tank MPG Handling 
100 a +2 

Top Speed Stall Accel. 



Mounting Locations: Fuselage (x2) 100, 

Special Equipment: Civilian autopilot, 
wings (x2) 80 

100 slots of cargo space 

Ultralight 
These light aircraft range anywhere 

from a hang glider with a lawnmower 
engine strapped to it to small single- 
seater aircraft built from a kit. Many of 
these aircraft can be quickly 
disassembled and stowed in the back of 
a truck. 

cost 
$3000 

Gas Tank 
30 

Top Speed 
80 mph 

Durability 
10/2 

Passengers 
1 

MPG 
5 

Stall 
40 mph 
Armor 

0 
Load Limit 

20 

Engine 
Single piston 

Handling 
+4 

Accel. 
5 mph 
Size 

+2 

Mounting Locations: Fuselage (xl) 30, 

Special Equipment: None 
wings (x2) 50 

WM, Civilian 
These aircars had just become 

common in civilian use when the 
bombs fell. They were particularly 
popular with wealthy executives. 

cost 
$15,000 

Gas Tank 
30 

Top Speed 
175 mph 

Durability 
35/7 

Passengers 
4 

MPG 
5 

Stall 
NA 

Armor 
0 

Load Limit 
80 

Engine 
Single piston 

Handling 
+2 

Accel. 
15 mph 
Size 
+3 

Mounting Locations: Fuselage (x2) 100 
Special Equipment: Advanced 

autopilot, 100 slots of cargo space 

!TINf Military 
VTOL aircraft had taken over many of 

the helicopter’s battlefield roles prior to 
the Last War. Their high speed and 
maneuverability made them ideal for 
quick hit-and-run raids and for high 
speed troop insertions behind enemy 
lines. 



Making Ghanges 
Just as with their ground-bound 

counterparts, it's possible for 
mechanically inclined wasters to modify 
their flying machines. However, unlike 
the road warriors, the flyboys options 
are a bit more limited. Every ounce of 
weight can affect an aircraft's 
performance, so would-be aces need to 
be careful how much extra gear they 
strap on their mounts. 

There's not much that can be done to 
affect an existing aircraft's Handling (at 
least not in a positive way), and because 
a high power-to-weight ratio is 
important for aircraft engines, most are 
already tweaked to give as much power 
as possible. That leaves three basic 
areas where a budding Pappy Boyington 
can alter his crate: armor, weapons, and 
special systems. 

cost 
$100,000 

Gas Tank 
100 

Top Speed 
225 mph 
Durability 

45/9 

Passengers 
2 

MPG 
2 

Stall 
NA 

Armor 
2 

Load Limit 
150 

Engine 
Single piston 

Handling 
+O 

Accel. 
20 mph 

Size 
+4 

Mounting Locations: Fuselage (x2) 100, 
weapon wings (x2) 300 

Special Equipment: AQP-1100 radar, 
ejection seat, high-G -2, military grade 
autopilot, radar jammer, radar 
warning receiver, decoy launcher 

/ '  .' 

more and i t '  simply becomes too 
----.. ~ - ------ --- - -.A cramped. Slots used for armor added to 

Unlike ground vehicles, aircraft have 
only one Armor value that applies to 
the entire craft. This armor is an 
intrinsic part of the aircraft's skin and 
frame and can't be modified without 
drastically altering the vehicle's balance 
and trim characteristics. In game terms, 
this means unless the aircraft is being 
designed from the ground up by a 
junker, you're stuck with the plane's 
basic armor. 

However, particularly vital systems 
may have additional armor placed 
around them. This includes the 
passenger and cargo areas, the engine 
compartment, the weapons, the fuel 
tank, and any special systems the 
vehicle carries. That's the good news. 
The bad news is that because very little 
space is wasted inside aircraft, all slots 
of added armor-with the exception of 
that added to the cockpit and cargo 
areas-count double against the vehicle's 
Load Limit because it has to be bolted 
on the plane's exterior. This interferes 
with the plane's aerodynamics and 
greatly increases drag. 

Passenger and cargo armor can be 
added to the vehicle's interior. The AV of 
the passenger area can only be 
increased by one level in this wav: anv 



the cargo area is simply subtracted from 
the area’s available slots. Additional 
armor can be added to these areas on 
the plane’s exterior, but slots added in 
this way count double against the 
vehicle’s Load Limit. 

Armor costs $5 per slot added. Adding 
armor requires an Onerous (7) tinkerin’ 
roll and takes an hour for every 20 slots 
added. Each raise on the roll lowers the 
time needed by 15 minutes. The number 
of slots required is summarized on the 
Aircraft Armor Table. 

Weapclns 
Weapons can be added to an aircraft 

at any of its listed mounting points. The 
exact size of the weapon that can be 
mounted at a location is determined by 
the mount‘s rating; this varies from 
vehicle to vehicle. 

The slot sizes for the most common 
aircraft weapons are listed in the 
Aircraft Weapons Table. If you wish to 
mount a weapon that’s not listed there, 
consult the Frame Table in Thejunkman 
Cometh and assume the weapon uses 
the maximum number of slots listed for 
its Frame size. If you want a more exact 
size, and don’t mind a little number 
crunching, you can try designing the 
weapon using the junker rules in that 
book. 

Each weapon must be assigned a 
mount type. There isn’t room to fully 
explain all the possible mount and 
firing arc combinations here, so check 
the Road Warriors book for all the 
details. 

There are four basic mount types. The 
slots listed for each of the mounts 
includes the controls needed to operate 
the weapon: 

Articulated mounts allow a weapon 
a limited traverse of up to 90”. This uses 
slots equal to 10% of the weapon’s. 

Fixed mounts lock weapons in place 
where they can’t be moved. They can 
only be aimed by turning the vehicle. 

Location 
Passenger compartment 
Fuel Tank 
Cargo area 
Weapons 
Special equipment 

Weapon Ammo Shots 
1 50 lb. Bomb - 
1 100 lb. Bomb - 

1 250 lb. Bomb - 

250 Ib. Smart Bomb - 1 
1 500 lb. Bomb - 

500 lb. Smart Bomb - 1 
AIM-9S Sidewinder - 1 

1 AIM-140 AMRAAM - 

Bushmaster 25mm AP 30 
25mmHEDP 30 

M-120 7.62mm 300 
M-200 20mm 50 
M-205 20mm 100 
M2HB S O  100 
M-95 LGAT - 
NA SAW 5.56mm 60 
SA SAW 7.62mm 30 

1 

Speed 
1 
1 
1 
1 
1 
1 
1 
1 
1 
1 

1 
1 
1 
1 
3 
1 

ROF 
1 
1 
1 
1 
1 
1 
1 
1 
2 
2 

15 
6 
6 
3 
1 
12 
9 

Range Damage Slots 
- 8d20, Burst 10 30 
- 12d20, Burst 10 60 
- 15d20, Burst 10 10 
- 15d20, Burst 10 13 
- 20d20, Burst 10 16 
- 20d20, Burst 10 

7 0  4d12, Burst 10 
70’ 4d20, Burst 10 
50 5d12 (AP 4) 
50 4d12 (AP 2), 

3d8 Burst 5 
20 4d8 
20 
50 

4d12 
4d12 

40 5d10 
2 0  6d20 (AP 51, Bur 
20 3d8 35 $1000 

1 20 5d8 40 $1000 



can be changed in 10 minutes time with 
3) tinkerin‘ roll, and in an 

Each passenger location removed from 
the aircraft frees up 70 slots in enclosed 
cabins or 35 slots in open cockpit 

his amount can be subtracted 
m any equipment already added. 

t of the weapon’s. 
le mounts basically place the 

weapon on a post. This requires some 
reinforcement of the aircraft‘s frame 
around the mount and gives the weapon 
a traverse of 180”. These are most often 
found on open cockpit aircraft and use 
slots equal to 5% of the weapon’s. 

Ring mounts are normally found on 
the roofs and bellies of aircraft and on 
some open cockpits. They allow a 
gunner to rotate the weapon a full 360”. 
This uses slots equal to 15% of the 
weapon’s. The weapon can be enclosed 
for double this cost, creating a small 
blister turret. Belly-mounted weapons 
must be enclosed (or the gunner is 
going to have a long fall). 

combined slot cost of the weapon and 
its mount. It requires a Fair (5) tinkerin‘ 
roll and takes 1 hour per weapon. Each 
raise reduces this time by 15 minutes. 

Mounting a weapon costs $1 times the 

Hard Points 
Hard points are a special type of 

mount. A hard point is an area of the 
craft which has been reinforced and 
equipped with mounting brackets 
capable of receiving most standard 
weapons and special systems like 
jamming pods, external fuel tanks, etc. 

A hard point can be installed in any 
wing or fuselage mounting location. 
This uses up 10% of the location’s 
available slots and costs $5 per slot. It 
also requires an hour of time and a 
Hard (9) tinkerin’ roll. 

Once installed, any weapon of a size 
less than the mounting location’s 
remaining slot capacity can be mounted 
on the hard point. Installing a hard point 
in.a location with an 80-point capacity, 
for instance would use 8 slots. This 
leaves 72 slots available to mount 
equipment at this location. 

Hard points have a number of 
advantages over standard fixed mounts. 
The equipment mounted on a hard point 

emergency, the equipment mounted on 
a hard point can be jettisoned with a 
single action. In addition, when carrying 
bombs or missiles, multiple weapons 
can be carried on a single hard point as 
long as their combined slot size doesn’t 
exceed the mount’s capacity. 

Wmmo 
A mounted weapon has enough room 

for one full load of ammo, but 
sometimes that just isn’t enough to get 
the job done. Wing and fuselage 
mounting locations can also be used to 
store additional ammo for a weapon in 
an adjacent mount (this only works for 
automatic weapons, single shot 
weapons like missiles and bombs must 
be mounted individually). 

The number of slots required for this 
depends on the weapon’s ammo size. 
Standard ammo sizes are listed in The 
Junkman Cometh. Just multiply the 
ammo size by the number of rounds 
you wish to store to find the slot cost. 
Adding ammo storage costs $1 per slot 
and requires 10 minutes and a Fair (5) 
tinkerin‘ roll. 

Special Systems 
Special systems covers anything else 

you might want to install in your 
brainer’s aircraft that isn’t a weapon. 
This includes things like radar and 
jammers, flare dispensers, and 8-track 
players. Special systems can be installed 
at any mounting location (although 
putting your 8-track player on the wing 
will make it hard to change the tapes), 
in the aircraft’s cargo space, or on a 
hard point. 

Getting More Reom 
If your waster needs more room for 

his funkadelic, quadraphonic stereo 
system, and she doesn’t have many 
friends, she can free up some space in 
the aircraft by removing passengers. 

any equ ipment already added. 



X’he Performance Hit 
Once you’ve added all the extras to 

your flying chariot, total up the number 
of slots of added equipment and 
compare this to the aircraft’s Load Limit. 
If the number of slots is less than the 
Load Limit, you’re in good shape. If it’s 
more, your vehicle’s performance is 
going to suffer. 

If you’ve gone over, divide the added 
slots of equipment by the Load Limit. 
For every full multiple of the Load Limit 
in extra equipment, the aircraft‘s top 
speed drops by 5 mph and its Handling 
is reduced by -1. 

multiples of the Load Limit in extra 
equipment, +1 is added to all drag rolls 
made when the aircraft maneuvers, and 
the aircraft’s Stall speed (if it has one) 
increases by 5 mph. Lastly, LTA aircraft 
have their Lift rating reduced by 1” for 
every two multiples of their Load Limit 
carried. An aircraft carrying four times 
its Load Limit in extra equipment, for 
instance, would have its top speed 
reduced by 20 mph, its Handling reduced 
by -4, +2 added to all drag rolls, and its 
stall speed increased by 5 mph. An LTA 
craft would also lose 2’ of lift. 

Aircraft with more than six times 
their Load Limit in extra equipment are 
not getting off the ground. 

In addition, for every two full 

If you’re not satisfied with your 
crate’s performance, the only answer is 
to reduce the amount of extra 
equipment, or ditch some weight in the 
form of extra passengers as described 
earlier (not while airborne, please). 

New Equipment 
Now that your hero is airborne, there 

are a few new items of equipment he 
might be interested in. These systems 
are summarized in the Aircraft Systems 
Table. 

Rerial T’argeting Cemputer 
This computer was developed 

specifically for aerial combat. It includes 
a HUD system which displays a 
targeting reticle showing the projected 
impact point of the aircraft’s weapons. 
The computer negates the -2 “shooting 
from a vehicle” modifier, and, if the 
aircraft has a radar lock on its target, it 
also halves all modifiers for range and 
relative speed. When used with bombs, 
it halves the penalties for altitude and 
speed. 



AQb-lll)O Radar 
This is one of the standard Northern 

Alliance airborne radar systems. It was 
used in both the F-22E Lightning and 
the F-40 Tigershark. It can detect 
airborne contacts at a range of 100 
miles and ground targets at half this 
range in all weather conditions. 

Qecsy launcher 
This system is used to spoof 

incoming missiles. When activated, it 
launches a steady stream of chaff or 
flares behind the aircraft. It takes a 
single action to activate the launcher. It 
can be set to launch flares, chaff, or 
both simultaneously. Once engaged, it 
launches a flare or chaff bundle at the 
start of each movement phase. 

All sensors of the appropriate type 
(infrared sensors for flares, radar 
systems for chaff) attempting to 
maintain a lock on the aircraft must roll 
their sensor ratings versus the decoy’s 
rating of 3d6. 

If the aircraft is equipped with a 
radar warning receiver, the launcher can 
be set to automatically begin launching 
chaff whenever a radar lock-on is 
detected. 

The launcher holds 30 chaff bundles 
and 30 flares. Replacement decoys cost 
$20 each for flares and $60 a piece for 
chaff bundles. 

AIM-140 RMRRAM 
The AIM-140 is a radar-guided, fire- 

and-forget missile. As  with the 
Sidewinder, the range listed for it on the 
Aircraft Weapons Table is the distance it 
can cover in a single movement phase. 
The AIM-140 has a 4dlOflyin: missile 
Aptitude. 

parachute‘s‘ direction of drift; it simply 
s with the wind. 

Ejectisn Seat 
This system can’t be added to an 

existing aircraft, it either has one or it 
doesn’t. However, some of the military 
aircraft your hero might run across are 
equipped with these devices. An ejection 
seat takes one action to activate. Once 
activated, the aircraft’s canopy is 
jettisoned, and the seat blasts clear of 
the vehicle, shooting 10’ straight up. The 
occupant of the seat must make a Hard 
(9) Vigor roll or take 3d6 damage to the 
guts. 

On the following movement phase, the 
seat‘s parachute deploys and both the 
seat and its occupant drift to the 
ground. Unlike a standard parachute, the 
seat‘s occuDant has no control over the 



IR Jammer 
This handy little device pulses waves 

of infrared energy out in an attempt to 
confuse the sensors of heat-seeking 
missiles. Activating it requires an action. 
Once turned on, all infrared missiles 
tracking the aircraft must win a contest 
of sensor ratings with the jammer at 
the beginning of each movement phase 
to remain locked on the target. The 
jammer becomes incredibly hot; it 
automatically shuts down after six 
rounds to cool for an equal length of 
time. 

M-205 Cannon 
The M-205 is the standard aircraft 

cannon of the Confederate Air Force. It 
combines the punch of a 20mm with 
superb long-range accuracy. 

Farachu t e 
You never know when your brainer 

may need to bail out, so it’s a good idea 
to have a few parachutes handy. 
Parachutes come in two basic varieties, 
round and wing-shaped. Round canopies 
have a Handling of 0 wing-shaped 
canopies have a Handling of +2. 

Radar Jammer 
The radar jammer attempts to prevent 

other radars from locking-on by 
broadcasting a signal that overwhelms 
the enemy radars’ own. The jammer 
takes an action to activate. Once turned 
on, all radars attempting to lock onto 
the aircraft must win a contest of 
sensor ratings. 

Because the jammer broadcasts a 
radar signal, it makes the aircraft visible 
to passive radar sensors like the radar 
warning receiver. 

Last, but not least, we’ve got some 
new powers for those techno-mages 
who want to take to the skies. In no 
time at all, your junker can have her 
very own home-built aircraft. 

Ejection Seats 
Ejection seats may be added to any 

aircraft built with the jet, prop, or VTOL 
power. This increases the slot cost per 
passenger by 50 for each passenger so 
equipped. 

Associated Spirit: Car 
T N  3 
Components: 

Chemical: Special 
Electronic: None 
Mechanical: 10% 
Structural: 10% 

Drain: Frame per hour 
The balloon power is used to create 

light-than-air vehicles. Your junker can 
use this power to make anything from a 
simple hot air balloon to a high-flying 
blimp (and if he knows the cornrno 
power, he can even put a flashing 
billboard on the side). 

Radar Warning Receiver 
The RWR is a passive sensor that 

detects other radars. Once a radar is 
detected, it appears on a display in the 
cockpit which shows its range and 
direction from the aircraft. The RWR can 
also tell the pilot whether the radar is 
in search or tracking mode and sounds 
an alarm whenever a radar locks on to 

System 
Aerial Targeting Computer NA 

AQP-1100 Radar 
Decoy Launcher 
IR Jammer 

Parachute 

AIM-9S 
AIM-140 AMRAAM 

M-95 LGAT 

the aircraft. 
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spook juice powered craft, subtract its 
Frame size from 30 and multiply by 3. A 
fuel system can be added to the vehicle 
for the usual cost of 10 slots per gallon, 
but remember that these slots are 
included in the total when computing 

Once you've added all the features 
you want to your airship, total up the 
slots used. This number is used to 
determine the vehicle's Frame size. The 
component costs listed above are for the 
payload section of the aircraft. Costs for 
the gas bag are figured separately (see 

yload area-the 
3assengers and 

n simpiy add 
lace, armor, and 
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' 
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Pawer 
Once you've added all the other 

goodies to your air carriage, it's time to 
decide whether you prefer to drift with 
the wind or be the master of your own 
destiny and add some engines. 
Unpowered LTA vehicles are at the 
mercy of the winds (and the Marshal); 
powered airships can go where they 
please. Total up the number of slots 
used so far. The number of slots 
required for engines is equal to 5% of 
this total for each 5 mph of Acceleration 
desired. The maximum Acceleration for 
an airship is 15 mph. 

The slots devoted to power can be 
divided up into multiple engines if 
desired. This reduces the chance that the 
craft is left powerless by an engine 
critical. The only restriction to this is 
that the engines must be equal in size 
and they must be 30 slots or larger 
(smaller engines must be a single unit). 
A craft with 70 slots in engines, for 
instance, could divide the power into 
two 35-slot engines. A vehicle with only 
50 slots devoted to power could not 
divide the points because the engines 
would be smaller than 30 points. 

the Frame size of its payload area per 
hour. Unpowered LTA vehicles have a 
Drain of 1 per hour. This is the energy 
needed to run the heaters, gas 

Drain for a powered airship is equal to 

Cif t 
Once the engines are in, it's time to 

compute the size of the gas bag that 
gives the vehicle its lift. The number of 
slots needed for the gas bag is equal to 
twice the total slots used for the 
payload area. The cost to build this is 
10% of the gas bag slots in structural 
components. 

The amount of lift generated by the 
gas bag depends on whether the airship 
uses hot air, helium, or hydrogen for lift. 
Hot air provides l" of lift per movement 
phase, helium provides 2", and hydrogen 
4 .  Increasing the size of the gas bag 
increases lift by a like amount. 
Increasing the size of the gas bag on a 
helium-filled blimp by 50%, for instance, 
would increase the lift from 2 to 3 .  
The maximum lift possible is 5". 

Using hydrogen or helium increases 
the component cost of creating the gas 
bag by +lo% chemical (this component 
cost is applied only against the gas bag 
slots). In addition, the aircraft needs to 
replenish its gas supply every 100 hours 
of operation. This requires chemical 
components equal to 1% of the gas bag's 
slot size. Each 100 hours that pass 
without replenishing the supply reduces 
the vehicle's total lift by 1". 

Finishing T'euches 
There are a few final statistics to 

compute for your new air carriage: 
Handling is equal to 10 

craft's Frame size. Maxim 
minusthe 

lum Handling is 



The vehicle's top speed is equal to 50 
mph plus twice its Acceleration rating. 

The vehicle's Load Limit equals 5% of 
the gas bag's slot cost times the craft's 
Lift rating. 

of the payload area. 
Durability is based on the Frame size 

Ceving Care 
As with other car-spirit-based powers, 

raises on the roll to create the vehicle 
do more than just raise the device's 
Stability. Each raise on a balloon roll 
can be used to increase the craft's 
Handling by +1, its Load Limit by +lo%, 
or its top speed by 5 mph. 

Jet 
Associated spirit: Car 
TN: 7 
Components: 

Chemical: None 
Electronic: 5% 
Mechanicak 15% 
Structural: 10% 

Junkers with this power can zip 
Drain: Special 

around the Wasted West in style. The jet 
power allows techno-shamans to build 
fixed-wing, jet aircraft. 

Frame Sire 
Just as with balloon, the Frame size 

of a jet aircraft is determined by the 
size of its fuselage. Unlike balloons, 
however, you must select a Frame size 
beforehand because the slots needed for 
a number of components are based on 
this size. 

As before, you can add passengers, 
cargo space, weapons, and special 
equipment as described in the 
locomotion power. 

Also, like vehicles made with the 
balloon power, fixed-wing aircraft get 
some free slots. Unlike balloons, 
however, you can actually use these 
slots for something more useful than 
storing hot air. A fixed-wing airplane 
has an additional number of slots equal 
to half of those listed for its Frame size. 
These slots are evenly divided between 
each wing, so essentially each wing has 
one quarter of the Frame's slots 
available (round down). Wing slots can 

be used to mount weapons, equipment, 
hard points, fuel tanks, landing gear, 
engines-anything but passengers. 

Actually, they aren't completely free. 
Add the wing slots to the Frame's slots 
when figuring component costs. 

All weapons and equipment built into 
the jet at the time of its creation do not 
count against its load limit. 

Canding Gear 
Due to the high speeds they are 

capable of, jets must have retractable 
landing gear (unless they want to have it 
ripped off in flight). This costs a number 
of slots equal to the plane's Frame size 
times 5 and may be built into the 
fuselage or divided evenly between the 
wings and the fuselage. 



is its engine. The jet 
mber of slots equal 

engines. Either way you’re going to need 
some large fuel tanks. 

efficient than one with multiple, smaller 

toiO% of the Frame’s total slots for each 
5 mph of Acceleration desired. The 
maximum Acceleration rating for a jet is 
30 mph. These slots can be divided 
between the wings and fuselage as long 
as they are divided evenly and each 
engine has a size of 60 slots or more 
(smaller engines must be built as a 
single unit). A jet with 180 engine slots, 
for example, could have three engines: 
one in each wing and one in the 
fuselage. 

only be powered by spook juice; G-ray- 
powered fans just don’t have enough 
oomph to achieve jet speeds. To figure 
the mileage the engine gets on this 
arcane liquid, subtract its Frame size 
from 20 and multiply by 2. Better make 
sure you put some large fuel tanks in! 

Unlike other junker vehicles, jets may 

Rfterburners 
If your brainer really wants to pull 

some Gs, you can add an afterburner 
system to the engines. This increases 
the total number of slots needed for the 
engines by 20%. Using the same 
example, a jet with 180 slots in engines 
would have that requirement increased 
by 36 slots (20% x 180). This cost is 
spread evenly between the three engines, 
increasing the size of each engine to 72 
slots (60 + 12). 

When activated, the afterburner 
increases the jet‘s Acceleration by an 
additional 10 mph by dumping fuel 
directly into the jet’s exhaust. 
Unfortunately, not being very fuel- 
efficient, afterburners gobble down a 
half gallon of fuel per engine each 
round (or portion thereof) they are used. 
The three-engined jet of our example 
would burn a gallon and a half of fuel 
each round of operation. 

turning and burning, an aircraft with 
fewer, larger engines is more fuel- 

If your flyboy plans on doing a lot of 

Wings Q’ Speed 
The stall speed and the maximum 

speed of your aircraft is dependent on 
its wing type. You have three choices 
straight wing, swept wing, or swing 
wing. 

Straight wing jets create more lift, but 
they also cause more drag, especially at 
speeds approaching Mach 1. They have a 
stall speed equal to 100 mph minus 
Acceleration (without afterburners) and 
a maximum speed of Acceleration times 
20. 

Swept wings jets create less lift, but 
they are capable of supersonic speeds. 
They have a stall speed of 120 mph 
minus Acceleration and a maximum 
speed of Acceleration times 50. However, 
the number of available slots in each 
wing is reduced by 20%. 

Swing wing jets cheat and get the 
best of both worlds. The wings swing 
forward at low speeds and swing back 
when the pilot feels a need for speed. If 
you want to see an example of these 
planes, take a look at the F-14 Tomcat or 
the Mig-23 and Mig-27. Swing wings 
figure stall speed as if a straight wing 
aircraft and maximum speed as if a 
swept wing. The slots available in the 
wings of one of these jets is reduced by 
30%, however, due to the swing wing 
mechanism. 

Finishing T’vuches 
Let’s figure out the remaining 

statistics of your brainer’s personal 
rocket: 

Handling is found by subtracting the 
vehicle‘s Frame size from 12 and then 
adding +I for each 5 mph of 
Acceleration rating (maximum of +6, 
minimum of -4). 

vehicle’s Frame Size. 

20% of the Frame’s total slots. 

Durability is figured as normal for the 

The aircraft’s Load Limit is equal to 
r--- --. -- ------ I ”  - Each raise on the construction roll 

can be used to increase Handling by +I, 
increase the Load Limit by 25%, increase 



Prop 
Associated Spirit: Car 
TN: 5 
Components: 

Speed 
Chemical: None 
Electronic: None 
Mechanical: 10% 
Structural: 10% 

Drain: Frame size per hour 
Junkers who don’t want to have to 

pick their eyes out of the back of their 
skulls might prefer something a little 
slower than a personal rocket. The prop 
power is for them. It allows junkers to 
build prop-driven, fixed-wing aircraft. 

The stall speed for a prop-aircraft is 
equal to half its Frame size multiplied 
by 10. 

The aircraft’s top speed depends on 
its landing gear. Fixed gear aircraft have 
a top speed equal to their Acceleration 
times 10 plus 20. Planes with retractable 
gear have a top speed equal to their 
Acceleration times 20 plus 20. 

Frame 
It’s necessary to pick a Frame size for 

your crate before you start building. The 
Frame size is based on the plane’s 
fuselage. Like jet, the craft gets a 
number of extra slots equal to 50% of 
the Frame’s slots divided evenly between 
the wings. These slots can be used in 
the same way and are added to the 
Frame’s slots when calculating 
component costs. 

landing Gear 
Prop-driven craft can have fixed or 

retractable landing gear. Fixed landing 
gear takes up no additional slots, but 
limits the aircraft‘s top speed. 
Retractable landing gear takes up slots 
equal to five times the vehicle‘s Frame 
size and allows a higher top speed. 

Multi-Wing Rircraft 
Prop jobs can have more than one 

set of wings. Brainers in the mood to do 
some barnstorming may want to add a 
wing or two. The added wings increase 
the aircraft’s available lift at cost in 
speed due to increased drag 

Adding a wing uses up 50% of the 
slots in the new wing (which like the 
first pair of wings has 50% of the 
Frame’s slots) and the wing below it-for 
a net gain of zero slots. Each wing 
added to the aircraft (maximum of two 
additional wings) lowers both the plane’s 
top speed and stall speed by 5 mph 
(minimum stall speed is 10 mph), adds +1 
to its Handling, and increases its Load 
Limit by 20%. Even if they have 
retractable gear, multi-wing aircraft 
figure their top speeds as if they have 
fixed gear. 

The Engine Finishing T’vu c he s 
A prop aircraft requires a number of Let’s figure out the remaining 

Handling is found by subtracting the 
slots equal to 5% of the Frame‘s total statistics of your brainer’s crate: 
slots for each 5 mph of Acceleration 
desired. The maximum Acceleration 
rating for a prop aircraft is 20 mph. 
These slots can be divided between the 
wings and fuselage as long as they are 
divided evenly and each engine has a 
size of 30 slots or more (smaller 
engines must be a single unit). 

The Drain for a propeller-driven 
aircraft is equal to its Frame size. If 
your crate flies on spook juice, subtract 
its Frame size from 20 and then 
multiply by 4 to determine how ma 
miles it gets per gallon. 

vehicle’s Frame size from 10 and then 
adding +1 for each 5 mph of 
Acceleration rating (maximum of +6, 
minimum of -4). 

vehicle’s Frame Size. 

10% of the Frame’s total slots. 

can be used 

Durability is figured as normal for the 

The aircraft‘s Load Limit is equal to 

Each raise on the construction r 



Associated Spirit: Car 
TN: 3 
Components: 

Chemical: None 
Electronic: 5% 
Mechanical: 15% 
Structural: 10% 

Drain: Frame size per hour 
Call 'em what you will-choppers, 

whirlybirds, flying eggbeaters-the rotor 
power is about building them. Whether 
your brainer's looking to create a small 
puddlejumper or a massive transport 
helicopter, we've got you covered. 

Weapon wings are always installed in 
pairs to keep the aircraft balanced. 
Equipping your craft to carry them 
requires installing hard points on each 
side of the vehicle. Each hard point 
takes up a number of slots equal to 10% 
of the total slots in weaponry and 
equipment the wing is designed to carry. 
A wing designed to carry 200 slots of 
weapons, for instance, would require a 
20-slot hardpoint. 

Equipment carried on the weapon 
wings is applied against the vehicle's 
Load Limit as normal. The wings and all 
the equipment on them can be 
jettisoned with a single action. 

Frame Sire T'he Engine 
A s  you may have guessed by now, the 

Frame size of a helicopter is determined 
by the size of its fuselage. However, 
unlike the other aircraft we've discussed, 
choppers don't get any free slots. Of 
course, they don't have to worry about 
dropping out of the sky if they go too 
slow, and they can fiy sideways and 
backward, so it ain't all bad news. 

You need to select a Frame size 
before you go filling your chopper up 
with goodies since a number of 
component sizes are based on it. 

A helicopter requires a number of 
slots equal to 10% of the Frame's total 
slots for each 5 mph of Acceleration 
desired. The maximum Acceleration 
rating for a chopper is 15 mph. It's not 
uncommon for a helicopter to have twin 
engines as a safety measure, so these 
slots can be divided up into two 
engines. The slots must be divided 
evenly, and the engines must be 30 slots 
or larger. 

The Drain for a helicopter is equal to 
its Frame size. If your crate flies on 

Your new whirlybird comes with skid- 
type landing gear at no cost in slots. 
Adding retractable wheels costs slots 
equal to the craft's Frame size times 5. 
The aircraft can also be equipped with 
pontoon landing gear at a cost in slots 
of Frame size times 10. 

Speed 
Choppers have a top speed equal to 

their Acceleration rating times 10 plus 
50. 

Weapvn Wings 
Both rotary wing and VTOL aircraft 

can mount weapon wings. These are 
short, stubby wings that stick out from 
the sides of the aircraft. They are 
equipped with pylons that can hold 
multiple weapons. 

Finishing T'ouches 
Let's finish off your whirlybird: 
Handling is found by subtracting the 

vehicle's Frame size from 12 and then 
adding +1 for each 5 mph of 
Acceleration rating (maximum of +6, 
minimum of -4). 

vehicle's Frame Size. 
Durability is figured as normal for the 

The aircraft's Load Limit is equal to 

Each raise on the construction roll 
-- 

30% of the Frame's total slots. 

be used to increase Handling by +1, 
ease the Load Limit by 25%, or 
ease the top speed by 10 mph. 



Associated Spirit: Car 
T N  3 
Components: 

Chemical: None 
Electronic: 10% 
Mechanical: 20% 
Structural: 10% 

We originally covered VTOL aircraft in 
Drain: (Frame + (Acceleration/5))/Hour 

The junkman Cometb, but now that we 
have these spiffy new aircraft rules, the 
vroL power description needed some 
updating. 

Frame Sire 
A VTOL's Frame size is based on the 

size of its fuselage and it must be 
selected in advance. Like rotary-wing 
craft, VTOLs get no free slots, but they 
can mount weapon wings. 

T'he Engine 
To allow more diverse designs, we're 

changing the VTOL engine rules slightly. 
VTOLs must pay 15% of a Frame's total 
slots for each 5 mph of Acceleration 
desired. The maximum Acceleration for 
an aircar is 20 mph. 

Mileage for VTOLs has changed 
slightly. Drain is still equal to 
Acceleration divided by 5 plus the 
Frame size. Spook juice mileage is found 
by subtracting the Frame size from 20 
and multiplying the result by 2. 

Jet Packs 
It's still possible to make jetpacks 

using this power. Simply build a Frame 5 
VTOL and devote 5 slots to controls for 
the wearer. Figure the engine size and 
Acceleration using the updated method 
described above. 

Speed 
VTOLs have a top speed of 25 mph 

plus 10 times the vehicle's Acceleration. 
Since most people aren't very 
aerodynamic, jet packs have a top speed 
of 25 mph plus 5 times the packs 
Acceleration. 

VTOLs still have a maximum altitude 
of 3000 yards (600'). 

Finishing T'euches 
Let's round out your shiny, new 

aircar's statistics: 
Handling is found by subtracting the 

vehicle's Frame size from 10 and then 
adding +1 for each 5 mph of 
Acceleration rating (maximum of +6, 
minimum of -4). Handling for jet packs 
is figured by subtracting the Frame size 
from 8. They gain no bonus from their 
Acceleration rating. 

Durability is figured as normal for the 
vehicle's Frame Size. 

The aircraft's Load Limit is equal to 
10% of the Frame's total slots. 

Each raise on the construction roll 
can be used to increase Handling by +1, 
increase the Load Limit by 25%, or 
increase the vehicle's top speed by 20 
mph. 



Roll 
2 

3 

4 

5 

6 

7 
8 

9 

I O  

11 

12 

Effect 
Engine Blows: The aircraft's engine explodes, doing 3d6 

damage (ignore armor) to its body (wing. if the aircraft 
has multiple engines). This engine is history. 

Engine Fire: The engine catches fire. This does Id6 damage 
(ignore armor) to the vehicle the first round. At the 
beginning of each round after the first, the damage 
increases by +ld6. Shutting the engine off puts the fire out 
on a 1 or 2 on Id6 (roll at the beginning of each round). 

Engine Overheating: The engine is running dangerously 
close to the red line. Performing an accelerate maneuver 
causes Id4 damage (ignore armor) to the engine. 

Engine Dies: The en ine sputters and stalls. It takes an  
action and a Fair 75)fl in' roll to restart the engine. 

Losing Power: The vehic&s Acceleration rating drops by 5 
mph. This effect is cumulative if it occurs more than once. 

Lucky! No additional effect. 
Sputter: The engine comes close to stalling but doesn't quite 

die. The vehicle immediately suffers Id4 points of Drag. 
Running Rough The aircraft's top speed drops by Id4 times 

5 mph. This effect is cumulative if it occurs more than 
once. 

Smokin'!: The aircraft's top speed drops by Id6 times 5 mph. 
I t  also leaves a trail of dark, oily smoke behind it. All 
shootin' rolls through this cloud suffer a -2 penalty, a s  do 
all flyin'rolls made inside it. 

Oil LeakAJnbalanced turbine: If the aircraft has a piston 
engine, it's losing oil. The windshield is coated with an 
oily grime that causes a -4 penalty to all shootin' and 
drivin'rolls. If the aircraft is a jet or has a gas turbine 
engine (most helicopters), damage to the turbine blades 
has unbalanced it. Either way, roll Id6 each phase that the 
engine continues to run. On a 6. the engine locks up 
suddenly and showers the passenger compartment with 
metal fragments that do 3d8 damage. 

Engine Blows See 2 above. 

Roll 
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Effect 
Ka-boom! The fuel tank goes up in a flash. This does 3d20 

damage plus Id20 for each 5 gallons left in the tank. 
Ignore the aircraft's armor 

Boom! The tank explodes, but the massive hole vents the 
force of the explosion away from the vehicle. The 
explosion does only 3d8 damage (ignore armor), and 
knocks the aircraft I d 6  in a random direction (roll Idl2). 

Pump Hit: The fuel pump has been knocked out. The aircraft 
is now unpowered. 

Fuel Supply Interrupted The engine cuts out for Id4 
movement phases and then restarts. 

Big Hole: Lose 2d6 gallons of fuel. 
Lucky! No additional effect. 
Steady Leak The aircraft loses I gallon of fuel per round. 
Gushing: The aircraft loses Id4 gallons of fuel per round. 
Tapped Out: A large hole at the bottom of the tank drains 

Fuel Fire: The fuel leaking from the punctured tank has 
all fuel from the aircraft in Id4 rounds. 

caught fire. This does Id6 points of damage per round. 
Each round the fire burns, roll ld6. On a 6, the aircraft 
suffers a Ka-Boom! result. 

takes 5d20 damage before plunging to their doom. 
Ka-Blaml: The aircraft disintegrates and everyone onboard 

bypass the vehicle's armor. In addition, if the aircraft is 
above 10.000 feet, the cabin depressurizes. Anyone not 
strapped in must make a Hard (9) Strength roll to avoid 
being blown out the hole. 

Blew the Doors Off: A randomly chosen door or hatch fails 
off the vehicle. This opening can be targeted at a -2 
penalty; shots hitting it  bypass the aircraft's armor. In 
addition, the cabin depressurizes. See Hole for details. 

IO Bent: The aircraft's frame is bent by the force of the blow. Its 
Handling rating drops by -2. 

11 Warped The aircraft's bod has been horrendously warped by 
the force of the blow. TKe Drag rating of all maneuvers is 
increased by +I. The aircraft's Handling rating drops by -4. 

12 Disintegration: The aircraft's frame can no longer withstand 
the stresses of flight and it's beginning to break up. Each 
round the craft remains airborne, it takes Id6 damage to 
its fuselage. 

6-8 Lucky! N o  additional effect. 
9 

Roll 
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3 

4 
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6-8 
9 

IO 

11 

12 

Effect 
Oh, the Humanity: The airship's gas bag empties out with a 

whoosh and the craft falls from the sky. If the vehicle 
uses hydrogen a s  a lift gas, the gas bag explodes for 6d20 
damage plus Id20 for each point of the vehicle's size 
modifier. This blast has a Burst Radius of 10 yards. 

Major Leak: The airship is losing lift fast. The craft loses Id6  
of altitude per phase. 

Minor Leak The craft loses Id4  of altitude per round. 
Drop: The bag dumps some gas but then quickly seals. The 

craft loses Id6  of altitude. 
Lucky! No additional effect. 
She's Gonna Blow! The burner or gas release valve sticks, 

constantly inflating the gas bag. The craft climbs Id4  per 
phase. Roll Id6 each movement phase. On a 6, the bag 
bursts and gains a Major Leak. 

Sideslip: Gas venting from the bag is pushing the airship to 
one side. For each inch moved forward, the airship drifts 
1 / 2  to one side. If hovering, the craft still drifts 1 / 2  each 
phase. Determine the drift direction randomly. 

Flapping In the Breeze: A portion of the gas bag has ripped 
and is ftapping around. The Drag rating of all maneuvers 
is increased by +I. 

Bag Fire: The gas bag has caught fire. It takes Id6 damage 
per round. If the craft uses hydrogen for lift, treat this a s  
2 Oh, the Humanity. 

Roll Effect 
2-3 

3-5 

Trashed The landing gear is destroyed. The aircraft is going 
to have to belly in for a landing. 

Jammed The landing gear is stuck in its last position. If up, 
the aircraft is going to have to make a belly landing. If 
down, the Drag roll for all maneuvers is increased by +I. 

Partial Jam: Only half the gear is still operational. Landing 
with only partial gear increases the difficulty by +4. 

Try Your Luck The landing gear deploys but won't lock. 
When landing, roll a die. On an even result, the gear stays 
in position. On an  odd result, the gear collapses and the 
aircraft bellies in. Theflyin'roll TN to make the landing is 
increased by +4. 

6-8 Lucky! No additional effect. 
9-10 

11-12 

Roll Effect 
2 Collapse: A major structural member gives way. The aircraft's 

fuselage rips in two, spilling its occupants out for a long 
fall. 

Saggy: The much abused airframe sa s in the middle. All 
f l y i n '  rolls are at a -2 modifier. If t i e  aircraft suffers any 
damage to the fuselage from a high-G maneuver. the 
aircraft collapses (see above). 

Ragged Hole: A portion of the aircraft's fuselage has been 
bent outward. This creates a hole as in the Hole result 
below, plus the ragged pieces of wreckage hanging in the 
airstream creates Id4 points of Drag each phase. Roll Id6 
each phase. On a 6. the piece creating the drag falls off, 
treat this now as  a regular Hole (see below). 

Hole: A portion of the fuselage falls off, taking any armor 
with it. There is a hole on that side of the aircraft which 
can be targeted at a -4 penalty. Shots hitting the hole 

3 

4 

5 

Roll Effect 
2 

3 

4 

Going Down? The rotors separate from the aircraft. It 
accelerates toward the ground at 20 mph per phase. 

Stressed The rotors have been overstressed. If the rotors 
take any further damage from weapon fire or high& 
maneuvers, they separate from the vehicle. See above. 

Jammed Forward: The rotors are jammed forward. The 
aircraft automatically accelerates at its full rate each 
round until it reaches its top speed. All flyin'rolls suffer a 
-4 penalty. 

Lost Collective: The aircraft may no longer perform power 
climbs. 

7 Lucky! N o  additional effect 
8 Lost Cyclic: The aircraft's Acceleration rating drops by 5 

5-6 

mph. This effect is cumulative if it occurs more than once. 



9-10 

11 

12 

Jammed to the Side: The rotors are jammed to one side. 
Determine which randomly. The aircraft automatically 
performs a sideslip to this side each phase. 

Vibration: The rotors have been dama ed and are vibrating 
badly. Roll Id6 each phase. On a 6, &e rotors come off a s  
described in Going Down? above. 

Look Out! The rotors warp under the blow and cut through 
the passenger compartment. Roll Id6 for each passenger. 
On a 5 or 6, the poor sap gets whacked by a blade for 
4d20 damage. The rotors then leave the aircraft. See 
Going Down? above. 

Roll 
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Effect 
Corkscrew: Thrust vectored in opposite directions throws the 

craft into a spin. Its forward movement slows by 20 mph 
per phase and it spins to face a random direction each 
phase (roll Id12 to determine). Ending the spin requires an 
Incredible (1l)flyin' roll. 

strapped in must make a Hard (9) Strength roll each action 
to hold on or be thrown out or bounced around inside for 
3d6 massive damage. The craft drops ld6" of altitude each 
phase. Righting the vehicle requires a Hard (9)flyin'roll. 

Jammed Forward The aircraft decelerates by the vehicle's 
full Acceleration rating each phase. Once the speed hits 
zero, the craft begins to accelerate in reverse. 

Sloppy The controls are sluggish. Allflyn'rolls are made at 
-2. 

Lucky! No additional effect. 
Jammed to the Side: The aircraft automatically performs a 

sideslip maneuver each phase. 
Barrel Roll: The aircraft performs a barrel roll on its next 

movement phase. 
Power Dive: The aircraft noses over into a vertical dive on its 

next movement phase and must use all of its movement 
to dive. 

Tumble: The aircraft tumbles across the sky. Its speed dro s 
by 2d6 times 5 mph. All passengers must make a Hard &I) 
Vigor roll to avoid blacking out. The tumble ends after 
one phase. 

Inverted The aircraft flips upside down. Anyone not 

Roll 
2 

3-4 

5-6 

7 
8-9 

10-11 

12 

Effect 
Spin: The aircraft loses speed in the amount of 2d6 times 5 

mph each phase and goes into a spin. Recovering from the 
spin requires a Hard (9)flyin'roll. 

Elevator Jammed The elevator jams, throwing the aircraft 
into a random maneuver. Roll ld4 I-Climb, 2-Dive. 3- 
Vertical Climb, 4-Vertical Dive. The aircraft performs this 
maneuver each phase until the elevator becomes unstuck. 
Roll Id6 each phase. On a 6, the elevator pops loose. 

Jammed Rudder: The rudder jams, causing the aircraft to 
perform a sideslip maneuver each round. Determine the 
direction randomly. Roll Id6 each phase. On a 6, the rudder 
pops loose. 

Lucky! No additional effect. 
Loose Elevator: Roll Id6 each phase. On an even result the 

aircraft gains Id4  of altitude and suffers Id4 Drag. On an 
odd result it loses a like amount. 

Loose Rudder: Roll ld6 each phase. On an even result the 
aircraft slides Id4  to the right. On an odd result it slides a 
like amount to the left. Either result causes 1 point of 
Drag. 

N o  Rudder: Allfyin'rolls suffer a -6 penalty. The aircraft 
may not perform sideslip maneuvers. 

Roll Effect 
2 Whirlin' Dervish The tail rotor comes off and the aircraft 

begins spinning uncontrollably. The vehicle loses 2d6 
times 5 mph of speed each phase. All occupants must 
make a Hard (9) Vigor roll each round or take the 
difference in Wind. 

3-5 Minor Damage: All &m'rolls suffer a -2 penalty 
6-8 Lucky! N o  additionaieffect. 
9-11 Major Damage: All l)m'rolls suffer a -4 penalty. 
12 Whirlin' Dervish fxis'is the same as 2 above. 

Roll 
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Effect 
Ammo Ignited The impact sets off some of the weapon's 

ammunition. The vehicle takes damage a s  if hit by a 
single round from the weapon. The weapon itself is 
destroyed. 

Ammo Destroyed All ammunition remaining in the weapon 
is lost. For single-shot weapons like missiles, the weapon 
is destroyed. 

Ammo Damaged The weapons loses 50% of its remaining 
ammunition. If the weapon is magazine-fed, the magazine 
continues to function for the remainder of the battle but 
must be discarded afterward. 

Mount Loosened The weapon mount is coming loose. The 
shaking caused b this imposes a -4 penalty to all 
shootin' rolls m a h  for this weapon. If externally-mounted, 
roll Id6 each time the aircraft performs a high-G 
maneuver. On a 5 or 6, the weapon tears free from the 
vehicle. 

Mount warped The weapon's mount has been bent, making 
it more difficult to aim. All shootin'rolls made for this 
weapon suffer a -2 modifier. Check to see if the weapon 
comes off under high G s  a s  above, but it only comes 
loose on a result of 6. 

Lucky! No additional effect. 
Jammed The shock of the impact has caused the weapon's 

firing mechanism to jam. A Fair (5) tinkerin' or trade: 
weaponsmith roll can fix the problem (provided the 
mechanic can reach the weapons). 

Mount Stuck The linkage or mounting pin has been bent. 
The weapon can no longer be moved. It's stuck in the 
position it was last fired. Missiles and bombs are jammed 
and won't release from the aircraft. 

Whoa, Nelly! The weapon's firing mechanism is activated by 
the impact and it begins firing. If the weapon is capable 
of automatic fire, it fires at its full ROF each phase. 

Weapon Lost: The weapon is blown free from the vehicle. 
Insult to Injury: The weapon tears free from the vehicle, 

taking a portion with it. The aircraft takes an additional 
Id4 damage. 

Roll 
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Effect 
Snap! The wing separates from the aircraft, sending it into a 

spin from which there is no recovery. Hope your brainer 
brought a parachute along. 

Creak! There's not much holding the wing onto the plane If 
the wing takes any additional damage, either from 
weaDons fire or a hieh-G maneuver, it comes off. See 
Snap! above. 

falls off the aircraft. Add +2 to the drag roll for all 
maneuvers. 

increases the TN of all f/yin'rolls made to land the 

I 

Didn't Need That Anyway: A portion of the damaged wing 

Flaps Damaged The aircraft's flaps have been damaged. This 
.,- 

vehicle. 
Ailerons Jammed The aircraft performs a bank maneuver 

each phase. Roll a die: even, it banks right; odd, it banks 
left. 

Lucky! No additional effect 
Bent: The wing has been bent. Lower the aircraft's handling 

Swiss Cheese: The wing and control surface are full of 
holes. Reduce the aircraft's Handling by -4. 

Dangling: A piece of wing has come off and is spinning in 
the breeze. Increase the Drag rating of all maneuvers by 
+I. 

Pop! SproingI Your brainer is literally flying on a wing and a 
prayer, Roll Id6 at the beginning of each round. On a 6. the 
wing comes off. See Snap! above. 

by -2. 









Chapter T‘hree: 

Better, stronger, 
Faster 1 

So, your waster wants me 
mechanical enhancements installed, 
does he? Maybe he lost a leg fighting 
some muties, or maybe he just wants an 
added edge the next time he throws 
down against an abomination three 
times his size. Regardless of the reason, 
Junkyard is the place to be if you’re 
looking for cybernetic parts. 

If you’re making a new hero, it’s 
possible for her to start off with some 
mechanical mayhem built in. To do this, 
simply use the belongin’s Edge to 
purchase the equipment you want. Due 
to the health risks posed by cyber 
implants (more on those in a second) 
your waster gets double her money! 
Each level of belongin’s purchased gets 
your hero $2000 dollars worth of 
implants. 

Your hero can purchase pre-war 
cybernetics or junker-built gear; it’s up 
to you. Before you go too crazy, though, 
check out the section on equipment 
mounts to see exactly how much 
elect 
your 

:ronics it 
innards. 

‘S  POS sidle to cram in 

Chep Shops 
Brainers who have been around a 

while can also get some cybernetic 
goodies as long as  they have enough 
cash or goods to trade for them, and 
they can find someone qualified to 
install them. In Junkyard, finding a chop 
shop to do the work shouldn’t be a 
problem. 

Implanting a system requires a Hard 
(9) medicine: cybernetics roll and roughly 
an hour for each system installed. If the 
roll is successful, the hardware is 
implanted and the patient suffers a 
serious wound to the implant location 
which cannot be countered with Fate 
Chips (no wound is suffered if the 
system is being installed in a cyber 
limb). This wound must be allowed to 
heal naturally to give the body time to 
adjust to the equipment. 

Failing a roll simply means that 
another hour has to be spent under 
the knife and another roll must be 
made. Going bust on the 

news for the 
implantation roll is bad 1 



When buying equipment, your brainer 
must choose between buying 

- - cybernetics manufactured prior to the 
- - Last War or purchasing equipment 

which has been manufactured by a 
junker. Each type of equipment has its 
pros and cons. 

Prewar cyberware was developed 

military for their cyborgs. This 
technology was used by the medical 
community primarily to help those who 

some development of weapons and 

people-especially in Junkyard where 
blood sports were still popular-but this 
field remained only a small portion of 
the cyberware market. What this means 
for your waster is that there are plenty 
of prewar cyber limbs and organs to be 
had, but precious few things like 
weapons and armor. 

Since the stuff is no longer being 
manufactured, prewar hardware is more 
expensive, but it has the advantage of 
not suffering instability like junker 
systems. Most prewar equipment was 
also built to be undetectable by the 
naked eye, so it’s preferred by those who 
don’t want others to know they have 
been implanted. 

Junker-built cyberware tends to be 
klunky-looking and slightly oversized. 
It’s obvious to anyone who cares to look 
that your brainer has had some work 
done. If your hero doesn‘t give a 
wormling‘s butt about who knows, or 
he’s on a budget, the cheaper, oversized, 
junker limbs can actually hold more 
equipment internally than the 
anatomically-correct prewar ones. 

patient. He suffers 4d10 damage to the from technologies pioneered by the implant location which cannot be 
countered with Fate Chips. To add insult 
to injury (literally), the cyber system 

die. On an odd result, the equipment 

botched surgery. 

may be damaged in the attempt* 

being was destroyed the other specialized systems for living 

a had lost limbs or organs. There was 

There is only so much equipment 
even the best surgeon can squeeze 
inside a living body. Unlike implanting 
cyberware in deaders, the doctor has to 
watch out for things like arteries, 
nerves, and major organs if he doesn’t 
want to kill or cripple his patient. 

Each part of a living body can only 
hold so much equipment without 
impairing the user. In game terms we 
represent this by assigning a number of 
mounts to each location. Every piece of 
equipment requires a certain number of 
mounts and once the mounts in a 
location are filled, no more hardware 
can be installed there. 

The number of mounts available in 
each location is summarized in the 
Cyber Mounts Table. The natural 
column lists the mounts available in a 
normal human body. The columns under 
Prewar and Junker are the number of 
mounts available if the location has 
been replaced with a cybernetic 
replacement. Junker limbs tend to be 
slightly oversized, so they can hold more 
equipment than prewar ones. If a 
location lists a dash, that means that 
the location cannot be replaced with a 
cyber equivalent. 

Pswer 
The other major difference between 

the two hardware types is how they get 
their power. Prewar systems run off of a 
battery pack which also must be 
installed in the patient. Most packs held 
up to four batteries which were each 
good for about a month of power under 
normal conditions. Under strenuous 



recharged by plugging them into a 220- 
volt outlet. Before the war, this wasn’t a 
problem, but finding electricity outside 
of Junkyard these days can often be 
tricky. 

Junker equipment has two primary 
options for power: spirit batteries or a 
soul tap. Spirit batteries work for 
systems which have a periodic Drain 
like weapons or shields, but they 
quickly run out of power when 
connected to systems that have a 
constant Drain, like cyber limbs. For 
these systems, the only feasible power 
source is a soul tap. 

The soul tap works like a cyborg’s 
spirit fetter, only instead of sucking a 
manitou dry, the device siphons off part 
of the user‘s life force to power his 
systems. As you might expect, this can 
be dangerous. 

There is one last power option for 
junker equipment if your brainer is 
willing to pay through the nose. For an 
increase in price (usually triple the 
normal price or more, the exact cost is 
up to your Marshal), it’s possible to have 
a junker custom build a piece with an 
oversized tech spirit in it. This spirit can 
provide Drain for the equipment it 
inhabits and any other cyberware linked 
to it. The downside to this is that the 
equipment generally has a lower 
Stability than normal. You can find all 
the details on this in Thejunkman 
Cometh. 

It is also possible for living humans 
to use certain cyborg systems. There are 
a couple of restrictions on this. First, 
breathers can only mount modular 
cyborg systems (integral systems are 
much too invasive), and they must be 
installed inside a cyber limb-systems 
designed for the Harrowed are simply 
too different to be installed directly into 
living flesh, not to mention that they 
haven’t been treated to prevent rejection 
(or infection). 

Second, your hero must have a G-ray 
power source for the system. This can 
be a spirit battery, a soul tap, or a tech 
spirit. 

of all the systems that your hero can 
purchase. 

Check out the Cyborgs book for a list 

There’s no reason your hero can’t mix 
and match various types of equipment. 
Your brainer could buy a prewar cyber 
arm powered by a battery pack, and 
then install a cyborg hold-out weapon 
in it powered by a spirit battery. 

There‘s a price to be paid for the 
power granted by cyberware. The more a 
person’s body is replaced by hardware, 
the weaker his soul becomes. This is 
caused by the gradual erosion of the 
person’s sense of identity as a human 
being. Many heavily-enhanced wasters 
eventually become little more than 
soulless shells. 



In game terms, this means that as  a 
hero cybers up his Spirit stat drops. 
Each cyber system has a Spirit listing, 
this is the number of Spirit dice that 
your hero loses when that system is 
implanted. The larger and more invasive 
a system is, or the more of your hero's 
body it replaces, the more of your 
brainer's identity it saps. 

This works a little differently then 
most Attribute modifiers. Rather than 
dropping in complete die steps, your 
hero's Spirit loses individual dice. Once 
your brainer's Spirit is reduced to zero 
dice, it drops to the next lower die type 
with a Coordination equal to its original 
Coordination. For instance a 2d12 Spirit 
that lost 4 dice would go 2d12, ldl2, ZdlO, 
ld10, 2d8. A 3d12 Spirit losing the same 
number of dice would go 3d12, 2d12, ldl2, 
3d10, 2d10. 

A s  you buy hardware for your hero 
you should record it on the Scrapper 
Record Sheet provided on page 120. In 
each hit location are numbered lines 
which represent the mounts available in 
each area. In the limb locations, there 
are three columns of numbers and the 
mounts are divided by lines. From left to 
right, the numbered columns represent 
the possible mounts for a natural limb, 
a prewar limb, and a junker limb 
respectively. 

Each system you buy (other than 
limbs) should be recorded on a number 
of lines equal to its mount requirements. 
A piece of hardware which required two 
mounts, for instance, would be recorded 
on the first two available lines in the hit 
location in which it was installed. 

Scrap Metal 
Damage to scrappers works a little 

differently because of all the hardware 
they've got crammed inside them-not to 
mention the fact that entire portions of 
their bodies have been replaced with 
cybernetics. 

The number of wounds caused by an 
attack are still calculated and applied 
normally. Cybernetic body parts take 
damage just like normal body parts- 
although they're usually a lot tougher. 
Once a cybernetic body part has 
become maimed, it ceases to work (or 
falls off, this is the Marshal's call and 
depends on the nature of the attack). 

Whenever a scrapper suffers wounds 
to an area, there is a chance that one of 
the systems in that location may be 
damaged. Roll ld6 and compare it to the 
number of wounds inflicted by the 
attack. If the die result is less than or 
equal to the number of wounds caused 
to the location, a random system in that 
area has been damaged in addition to 
the wounds suffered. 

To find out which system was hit, roll 
a die of a type equal to the number of 
available mounts in the damaged 
location (or a d4 for two-mount 
locations). Compare the results to the 
mount listings. If a system is listed on 
the line rolled, that device has been 

:d. If the 
ually da 

line is empty, no sy 'stem 



Once you‘ve determined which system 
has been damaged, roll another d6 and 
add the number of wounds caused by 
the attack. On a result of 1 to 5, the 
system has been disabled for that many 
rounds. On a 6 or higher, the system has 
actually been knocked out, it must be 
replaced or repaired. 

Bob’s scrapper takes a 
erious wound to his arm which 

has an adrenal booster implanted 
in it. He rolls ld6 and gets a 2. 
Since this is less than the 
number of wound levels inflicted 
by the attack (31, the system has 
potentially been damaged. His 
arm has 2 mounts, of which, one 
is filled by the adrenal booster. 
He rolls 164 to determine what 
was damaged. He gets a 2, 
indicating his adrenal booster 
has been hit. If Bob had rolled a 
3 or 4, he would have gotten off 
scot free because the other 
mount is empty. Next he rolls 
another ld6 to see how bad it is. 
He gets another 2 and adds 3 for 
the number of wounds caused by 
the attack. The total of 5 means 
his adrenal booster is knocked 
out for 5 rounds. 

Unlike deaders, whose immune 
systems have long since stopped 
working, living humans have to worry 
about their bodies rejecting all the metal 
and silicon that’s been crammed inside 
them. 

Whenever a scrapper takes a wound 
to a portion of her natural body which 
has cyberware installed in it, or to 
which a cyber limb is attached, she 
must check for rejection. This is done 
when the first healing roll is made for 
the wound, whether due to natural or 
magical healing. The more severe the 
trauma, the more likely it is that the 
scrapper’s immune system will fire up 
and try to get rid of the foreign objects 
in her body. 

Roll ld6 versus the number of wound 
levels suffered to the body location. If 
the roll is greater than or equal to the 

number of wounds inflicted, she‘s okay. 
If the roll is less than the wound level, 
rejection has set in. 

Rejection has the following effects: 
All systems in the affected location 

stop working. If the torso is affected, all 
cyber limbs attached to it also cease 
functioning. 

The scrapper must make a Hard (9) 
vigor roll each day or suffer a wound in 
the affected location. This wound cannot 
be negated by Fate Chips, but chips can 
be spent on the roll as normal. 

Rejection continues until two days 
have passed without the scrapper 
suffering a wound. 

lmmunatd 
Prior to the Last War, rejection wasn‘t 

a serious problem because all implant 
patients took a drug called Immunatol 
which suppressed their bodies’ immune 
systems. Any sicknesses or infections 
caused by the drug were simply treated 
with antibiotics. 

Many scrappers still take this drug, 
but it’s a little more risky because 
access to antibiotics isn’t what it used 
to be. Taking Immunatol allows the 
brainer to add +2 to all rejection related 
rolls, but imposes a -4 penalty on all 
Vigor rolls made to resist infection or 
disease. 

Most junkers who deal in cyberware 
know how to make this drug and sell it 
to their customers. The going price in 
Junkyard for a dose of Immunatol is $50. 
The effects of a dose last for one week. 

q Bob takes a critical wound (4 
wound levels) to his torso. He 

rolls ld6 to check for rejection 
and rolls a 1. He adds +2 because 
he has been taking Immunatol, 
but a 3 is still lower than the 
wound level, so rejection occurs. 
The systems in his torso and his 
cyber arm stop working. Because 
of the Immunatol, though, he can 

taking a wou 



rules in Theknkrnan Corneth. Your 
Marshal has rules for determining the 
Stability of equipment purchased from 
extras. All junker-built cyberware in a 
person is considered an integrated 
system, so you only need to check once 
a day for all such equipment. However, 
because of this, the Stability of all the 
equipment is only as high as the piece 
of hardware with the lowest Stability. It‘s 
usually a good idea to shell out for 
better quality goods. 

in 30-day increments-If your hero has 
more than one battery pack, simply use 
different colored paper clips for each 
battery. 

A battery pack can be recharged by 
plugging it into a standard 220-volt 
electrical outlet for 48 hours (provided 
the outlet has power, of course). 

Spirit Batteries 
Junker devices and cyborg systems 

can draw power from spirit batteries. 
These can be installed inside equipment 
or in the scrapper himself at the usual 
slot costs (see The junkrnun Cometb). 
Once drained, they can only be 
recharged by a junker. This involves 
removing the battery, so it‘s a good idea 
to install it in a cyber limb where it 
won’t require surgery to get at  it. 

Christy’s cyberware has a 
tability of 18. She rolls ld20 and 

gets a 19-her systems are 
unstable. She missed the roll by 
1, so she adds +1 to her ld20 roll 
on the Instability Table. 

of the major disadvantages to 
junker-built cyberware is that it suffers 
from periodic instability like all other 
junker tech. Heroes with junker-built 
hardware in them must check for 
instability once per day. 

To do this, roll ld20 versus the 
Stability Rating of the scrapper’s 
equipment. If the roll is higher than the 
systems’ Stability, instability has 
occurred. Roll ld20 plus the amount by 
which the roll was missed on the 
Instability Table in The Junkman Cornetb 
to find out the results. If you don‘t have 
that fine book (and why not?) roll on 
the Cyber Instability Table we have 
thoughtfully provided. Apply the result 
to one randomly selected junker-built 
system in your hero’s body. 

A roll o f  a natural 20 always causes 
instability regardless of the hardware‘s 
Stability Rating, but Stabilities of greater 
than 20 subtract from the roll on the 
instability table by an amount equal to 
that which they exceed 20. A Stability of 
24, for instance, subtracts 4 from the 
roll on the Instability Table. 

If your hero’s cyberware was built by 
a junker in the posse, determine its 
Stability using the normal construction 

Power Maflagemeat 
So, how much power does your 

scrapper have for his cyberware? Let’s 
take a look and find out. As with 
hardware, it’s possible for your hero to 
mix and match these power sources as 
long as he has enough money and 
enough room to mount them. 

Battery Packs 
Battery packs are cutting-edge power 

sources with extremely high energy 
densities developed specifically for 
powering cyberware-don’t try sticking 
an ordinary 9-volt battery in your 
scrapper’s arm. A single battery pack 
has 120 system-days worth of power in 
it. To see how long the pack lasts, 
simply divide 120 by the number of 
systems it needs to power (even if they 
don’t run continuously), and round 
down. A pack attached to three systems, 
for example, would last 40 days, while a 
battery pack hooked to 6 systems would 
last only 20. This endurance may be 
reduced due to system overloads, 
however. 

There is a column along the right side 
of the Scrapper Record Sheet to track 
the level of power in your hero’s battery 

Spirit batteries aren’t suitable power 
sources for hardware with a constant 
Drain like cyber limbs because they 

ickly run-out of energy-a little - 
ething extra is required. 



Soul T‘aps 
A soul tap siphons life energy from 

your scrapper’s very soul. Although 
efficient, it can have dangerous 
consequences for your hero. A soul tap 
provides Drain equal to your hero’s 
Spirit die type each round. 

The Scrapper Record Sheet has a 
space provided along the bottom of the 
sheet to keep track of how much 
energy your waster has available to her. 
Figure out the Drain of the systems 
your hero leaves running at all times 
and place a paper clip on the Drain 
Track to show this. These are usually 
systems like cyber limbs, eyeballs, and 
the like. In an emergency, your hero can 
shut some of these systems down to get 
more energy, but she obviously won‘t 
get any of their benefits while they’re 
deactivated. 

The Drain above this paper clip, up to 
your brainer’s Spirit die, is how much of 
a surplus your hero has available for 
other things like powering weapons, 
overloading systems, and so on. You can 
use more than this amount, but this is 
considered an Overload. See page 106 for 
the risks involved. As your scrapper 
spends this surplus energy, use a 
second paper clip to keep track. This 
surplus energy is refreshed each round. 

T’ech Spirits 
Junkers can install an overly large 

tech spirit into a piece of equipment to 
provide extra Drain. This lowers the 
device’s Reliability. The availability and 
cost for these types of devices are up to 
your Marshal 

Pwer Con t rvl 
Turning systems on and off requires 

only a mental command. This is 
considered a simple action. Your deader 
can turn one system on or off on each 
of her actions with no penalty. Flipping 
the switch on more than one system at 
a time takes a little more concentration 
and takes a full action. 

The extra Drain made available by 
shutting down a system is not gained 
until the beginning of the following 
round-the energy for the system has 
already been used for the current round. 

Roll Effect 
N o  Effect! Your scrapper gets off lucky th 

time. 
Momentary Outage! The affected syste 

temporarily knocked out for ld6 rounds 
Major Slippage. The tech spirit‘s grip on 

device loosens. The affected system’s 
Stability rating drops by 1. 

Woohoo! The affected system is knocked 
for ld6 minutes, but after recove 
Stability actually increases by +I a 
spirit settles in more securely. 

Energy Leak. The device springs a 1 
Drain is increased by 1. In addition 
the system is used, everyone withi 
must make a Fair (5) Hgor roll or 
random mutation. This roll must 
every hour for systems which ar 
use like a cyber arm. 

Extreme Slippage The system stops 
for ld6 days. 

Warped. The systems will never be 
same. It conks out for ld6 rounds 
recovers, its Stability is reduced b 
whopping ld8 points. 

Dustbin The system gives up the g 
literally. I t  ceases to work and cr 
its individual components. Half 
components can be used to reb 
device or recycled into someth 
being retrieved from inside the 

1-2 

3-4 

5-6 

7-8 

9-10 

11-12 

13-14 

15-16 



T’lre Sysfeens 
We have one last thing to discuss 

before we get to all the cyber goodies: 
overloads. An overload can happen in 
two ways. Some systems, especially 
many cyborg combat systems, are 
designed to have extra juice pumped 
through them to create effects beyond 
what the system is normally capable of. 
Doing this is considered an overload. 
Just because the system was designed 
for this doesn’t mean it‘s entirely safe, 
however. There’s still a chance that 
uncontrolled power surges can damage 
the cyber equipment, the scrapper, or 
both. 

The second way in which an overload 
can occur is when a scrapper tries to 
spend more power than he’s actually got. 
This can only be done with power from 
a soul tap or tech spirit; depleted 
battery packs and spirit batteries have 
no more left to give. 

When either one of these events 
occurs, roll ld20 on the Scrapper 
Overload Table. Add +1 to the roll for 
every point of Drain being spent over 
the system‘s normal requirements, or the 
amount by which the Drain exceeds the 
soul tap‘s or tech spirit’s maximum 
Drain, or both if that‘s the case. 

- 
Okay, we’ve reached the good stuff. 

Before you start shopping, let‘s quickly 
go over what the common 
characteristics of each system mean: 

Cost is how much the system is 
worth in barter. It‘s also used when 
purchasing equipment for a new 
character. Many systems have two costs 
listed. The first cost is for a prewar 
version of the equipment, the second is 
for a junker-built version. 

Type designates whether the device is 
an integral or modular system. Integral 
systems require radical surgery to 
implant. In game terms, if your hero has 
an integral system, he’s stuck with it 
unless he can find a qualified cyber- 
surgeon or junker who can remove it. 
Modular systems were built to be 
removable and can be popped in and 
out of a cyber limb with a Fair (5) 
tinkerin’ roll and 15 minutes of work. 
Modular systems implanted in the torso, 
head, or natural limb must be removed 
surgically. 

As we mentioned earlier, Spirit Loss is 
the number of Spirit dice your hero 
loses due to the implantation of the 
system. Not all systems cause Spirit 

Overloaded tech spirits must always 
make a Stability roll. 

Katarina’s Templar is trapped 
the wreckage of the posse’s 
and there’s an APC full of 

ck Hats bearing down on the 
group. Bob decides to overload 
his adrenal booster and crank up 
his Strength so he can rip the 
door off and save her. He 
overloads his adrenal booster 
with two points of energy from 
his soul tap, but because he‘s 
already used all of his soul tap’s 
available energy for this round, 
this also overloads it by two 
points. He must roll on the 
Scrapper Overload Table at +4. 

I&, only those ihat require the-surgeon 
to hack off a big chunk of your 
scrapper‘s body or which take over 
certain vital body functions. 

Mounts is the number of mounting 
locations the system uses up inside 
your scrapper’s body. Your hero must 
have this number of mounts available in 
the location for the system to be 
successfully installed. 

Drain is the amount of energy the 
system requires while activated. Two 
numbers are listed for Drain. The first is 
for battery-operated systems. It 
represents how many systems the 
device counts as when figuring battery 
life. Some systems are such energy hogs 
they count as two or more systems. The 
second number is for G-ray-powered 
devices. Unless it says otherwise, this 

----a - amount of Drain is required every round 
that the device is powered up. 

Mounting location lists the body area 

Not all systems have a required 
&Os-- \.& *r Hf? Man’s C in which the system must be mounted. 

*2”L - I e- --‘--- -“&%*.-A /*A’ mounting location. 



Lastly, some systems also have an 
overload section at the end of their 
description. The performance of these 
systems can be increased or altered by 
pumping extra energy into them at the 
risk of damaging the equipment. When 
overloading battery-powered systems, 
each point of overload burns one day's 
worth of energy off the battery. 

Adrenal Booster 
cost: $2000 ($1000)/location 
Type: Integral 
Spirit Loss: 1 
Mounts: Vlocation 
Drain: l (2)  
Mount Location: Any 

This system uses a combination of 
electric shocks to the muscles, 
stimulation of the adrenal glands, and 
the release of endorphins into the 
bloodstream to pump up the user's 
Strength. It can make an average person 
strong and turn a bruiser into Hercules. 

This system must be implanted in 
each of the scrapper's natural body 
parts with the exception of the head 
(although if your brainer wants to 
headbutt or bite people with incredible 
strength he can have it installed there). 
When activated, it increases the user's 
Strength die type by two steps. The 
adrenal booster has no effect on the 
Strength die type of cyber limbs. 

Being hyped up like this is taxing on 
the hero's system. Each round that the 
adrenal booster is active, the scrapper 
suffers a point of Wind damage. 

Overload Each point of energy 
spent to overload this system increases 
the user's Strength die by an additional 
step. Taking the system up this high is 
extremely hard on the scrapper's body. 
He takes 2 Wind every action that the 
system is overloaded. Once the overload 
ends he immediately takes Id6 massive 
damage for every point spent on the 
overload from ripped muscles and torn 
tendons. 

If the scrapper overloads the system 
by 4 points or more, he risks exploding 
his heart with the strain. Each action 
that the system is powered to this level, 
he must make a Hard (9) vigor roll or 
have a heart attack. Use the rules on the 
Scart Table in the Hell on Earth 
rulebook to resolve this. 

Roll 
1-10 
11-12 

13-14 

15-16 

17-18 

19-20 

21-22 

23-24 

25-26 

27-28+ 

Effect 
N o  Effect 
Winded Some of t 

the scrapper's body, causing a number 
Wind equal to the excess Drain. 

Zap: The scrapper 
energy. He must 

power for this amount of time. 

Snap, Crackle, Pop: The 
breaks. If the soul tap, battery pack, 
spirit was overloaded, it provides no 
for ld20 minutes. 

Wham: The ove 

and can never be 
Soul Blast: Feedback from 

system surges through th 



Spirit Loss: None 
Mounts: 1 
Drain: 1 (1 (2 with low-light vision)) 
Mount Location: Head 

telescopic, fiber-optic antenna in the 
scrapper’s head. The antenna is wired 
into the his optic nerves, allowing the 
hero to see through the antenna. The 
visual feed from the antenna normally 
appears as a small picture in one corner 
of the brainer’s vision, but it can be 
expanded to a full screen view when 
desired. 

When activated, the antenna can be 
extended up to three feet. The antenna 
is flexible and can be maneuvered to 
look around corners, under doors, in 
pipes, and so on. Activating or retracting 
the antenna is a simple action. 

The basic system gives the equivalent 
of normal vision. Low-light capability 
can be added to the system for an 
additional $1000. 

This system implants a thin, 

Balance Bwster 
Cost: $8000 ($6000) 
Type: Integral 
Spirit Loss: None 
Mounts: 2 
Drain: l(2) 
Mount Location: Torso 

A balance system implants small 
gyroscopes in locations throughout a 
scrapper’s torso. These systems are 
favorites of scrapper gladiators who’ve 
loaded themselves down with armor. 
They are linked to a central processor 
that helps the waster maintain an even 
keel. This increases the user’s 
Nimbleness die type by 2 levels. 

Overload Pumping extra juice into 
this system overclocks the central 
processor and decreases response time. 
Each 2 points spent to overload the 
balance booster increases the scrapper’s 
Nimbleness die type by +1 level. 

Battery Pack 
Cost: $4000 
Type: Modular 
Spirit Loss: None 
Mounts: 1 
Drain: None 
Mount Location: Any 

This is the battery pack needed to 
power all prewar systems. The procedure 
for calculating the life of a pack is 
detailed on page 104. A scrapper may 
have multiple battery packs. 

To track the energy level in a battery 
with over 30 days of power, use two 
paper clips: one to mark the number of 
30 day increments left, and the other to 
mark the remainder. A battery with 96 
days of power, for instance, would have 
a clip on 3 (3 x 30 = 90) and a clip on 6. 

Big Ears 
Cost: $3000 ($1000) 
Type: Integral 
Spirit Loss: None 
Mounts: 1 
Drain: 1 (1) 
Mount Location: Head 

It’s hard to talk about someone 
behind his back when he’s equipped 
with one of these units. A big ears unit 
adds retractable baffles behind the 
scrapper’s ears and links them to a 
processor which filters and analyzes all 
incoming sound. 

The unit can be used with the baffles 
retracted or deployed. With the baffles 
retracted, the unit gives the hero a +2 
bonus to all Cognition checks made in 
situations in which hearing is a factor. 
With the baffles open, the bonus 
increases to +4, but your hero is going 
to attract some stares. 

In addition, your scrapper can focus 
the baffles into a parabolic mike. This 
allows him to hear any noise of whisper 
volume or higher out to about 200 yards 
directly in front of him. While doing 
this, the brainer suffers a -4 penalty to 
rolls made to notice noises behind him. 

The baffles cannot normally be 
deployed if your scrapper is wearing a 
helmet. If your hero also has an expert 
system, he can record and save any 
sounds he hears. One slug of storage 
can hold about 2000 hours of high- 

recordings. 



Claws 
cost: $2000 ($1000) 
Type: Modular 
Spirit Loss: None 
Mounts: 1 
Drain: 1 (1) 
Mount Location: Arm or Leg 

set of retractable, razor-sharp claws. 
These claws are Speed 1, Defensive 
Bonus 0, and do Strength+ldb damage. 
The special titanium alloy used in their 
construction keeps them sharp and 
gives them an AP 2 rating. 

This system equips your hero with a 

Cyber hrm 
Cost: $3000 ($2000) 
Type: Integral 
Spirit Loss: 1 
Mounts: None 
Drain: 1 (1) 
Mount Location: Arm (duh) 

with a cybernetic replacement. This 
replacement functions in much the 
same way as a normal arm. It has the 
same Strength and Deftness as the arm 
the brainer had before the implant 
surgery. 

The arm is different in a couple of 
important ways, though. It has more 
room for additional internal systems. 
The exact number depends on whether 
you purchase a prewar or junker-built 
arm. It is also more resistant to damage. 
The materials used to make its outer 
shell are tough, giving it the equivalent 
of -4 light armor. 

Prewar arms are indistinguishable 
from the real thing, provided you can 
find an arm that matches your hero’s 
general build and skin tone (that’s up to 
your Marshal). Anyone attempting to 
spot your scrapper’s arm as artificial 
must make a Cognition roll against a TN 
of 13. The TN for this roll drops by +2 for 
every wound level the arm has suffered- 
it‘s hard to convince someone your arm 
is real when it’s sparking and wires are 
falling out of it. 

Junker arms tend to be somewhat 
oversized. Most junkers don‘t even 
bother trying to disguise their work as 
real arms. Scrappers with one of these 
arms are often mistaken for cyborgs 
when outside of Junkyard. 

This system replaces a scrapper’s arm 

Cyber Eye 
cost: $3000 ($1500)/basic eye 
Type: Modular 
Spirit Loss: l/eye 
Mounts: l/eye 
Drain: 1 (l+l/function)/eye 
Mount Location: Head 

There are nearly as many types of 
cyber eyeballs as there are scrappers. 
Well, maybe not, but there are a lot of 
them. 

Each eyeball can have two functions 
in addition to basic vision. Each added 
function increases the cost. The exact 
amount added depends on the function. 

A scrapper equipped with an expert 
system, can record and save anything he 
sees through a cyber eye. One slug of 
storage can store roughly 500 hours of 
high-quality motion pictures. 



As with cyber limbs, prewar eyeballs 
are indistinguishable from the real thing, 
while junker eyes tend to be obvious. 

The possible functions are: 
Electromagnetic: This option can 

see electromagnetic waves and magnetic 
fields. Objects giving off these types of 
energy glow brightly. This makes it 
possible for the scrapper to see power 
lines inside walls, follow radio waves 
back to their source, and locate utility 
lines before digging. 

Holographic: The eyeball can 
actually serve as a holographic projector. 
It can project any image stored in your 
hero‘s expert system up to 10 yards 
away. The maximum image size is a 
cube roughly 6 on a side. 

Laser Sight: The eyeball is equipped 
with a small but powerful laser 
generator. The beam isn‘t strong enough 

to cause any damage. The laser has a 
variety of uses. It can be used as a 
pointing device, to measure ranges 
down to the nearest millimeter, or to 
guide smart weapons onto their targets. 
When used to guide weapons, the laser 
has a Speed of 1 and a Range Increment 
of 100 yards. 

Light enhancement: This option 
increases the eye’s light gathering 
capability. This allows the scrapper to 
see in darkened conditions and 
eliminates penalties due to low light 
conditions. It does not work in total 
darkness. 

Spirit Vision: This function can see 
dimly into the spirit realm. It can see 
spirits, magical auras, and other things 
normally invisible to the naked eye. 
Check out the rules for drinking spook 
juice in The Wasted West for more 
details on what can be seen. This option 
takes up more room than the others and 
must be the only function installed in 
an eyeball. 

Telescopic: This option allows your 
brainer to zoom in on the action at the 
blood sport arena. The most common 
telescopic eyeballs are 16x. 

Thermal Imaging: This option sees 
objects by the infrared energy they give 
off. Hot objects are brighter than cold 
objects. Warm objects like running 
vehicles and human bodies have a halo 
of heat around them that makes it 
possible to spot them even when they 
are obscured by cover. 

Wide Angle: The eyeball is equipped 
with extra light receptors that allow it to 
see a much wider arc than normal. The 
scrapper’s peripheral vision is extended. 
He can see up to 30” behind him on 
either side and gets a +2 bonus to 
Cognition rolls made to avoid surprise. 

Option Prewar Junker 
Electromagnetic $2500 $1000 
Holographic $1500 $1000 
Laser Sight $2000 $500 
Light Enhancement $2000 $1000 
Spirit Vision $5000 $3000 
Thermal Imaging $2000 $1500 
Telescopic $1500 $500 



Gyber Hand 
Cost: Varies 
Type: Modular 
Spirit Loss: 1 (only if attached to a 

living arm) 
Mounts: 1 
Drain: Varies 
Mount Location: Arm 

some scrappers only have a hand 
replaced. Others replace the standard 
hand that is part of their cybernetic 
arms with special purpose hands. 

There are a number of different hand 
types available: 

Buzzsaw: This hand is about as 
subtle as a nuclear weapon, but it gets 
the job done. The deader‘s hand is 
replaced with a spinning saw blade. The 
blade has a Speed of 1, does Strength 
+2d10 damage, and has a DB of +l. 

Grapple: These hands are popular 
with gladiators who compete in events 
with three-dimensional arenas. A 
grapple hand is detachable. It’s mounted 
on the end of a small air cannon and 
attached to the arm by a thin alloy 
cable 100 yards long and capable of 
supporting 1000 pounds. 

The hand has a Speed of 1, a Range 
Increment of 10 and does 2d6 damage 
when hitting a target. It can be fired at 
any location or target within 100 yards 
of the scrapper. If the shot misses, use 
the grenade deviation rules to determine 
where it lands. 

Once fired, the hand can crawl on 
each of the brainer’s actions with a 
Pace of 4 or it can latch onto something 
and be retrieved by the winch attached 
to the cable. The winch retrieves the 
hand at the rate of 10 yards per round. 

handshakes! The synthetic bones in this 
hand were designed to lock in place on 
command and are attached to heavy- 
duty servos. This increases the 
scrapper‘s effective Strength die type by 
two steps for the purposes of gripping 
things. In addition, your hero can spend 
an action locking the hand. Once 
locked, the hand can only be removed 
from the object it’s gripping if your 
brainer let’s go or the hand is destroyed. 

Light Fingered These hands have 
four times the normal number of sensors 
embedded in them. This gives the 

Rather than replacing an entire arm, 

Grip: Talk about your killer 

scrapper a heightened sense of touch 
and imparts a +4 modifier to rolls to do 
anything which require precision and a 
light touch. Lockpicking, microsurgery, 
and Jenga are some examples. 

Hand cost Drain 
Buzzsaw NA/$2000 NA (2) 
Grapple $5000/$3000 l ( 2  while 

winching) 
Grip $2500/$1500 1 (1) 
Light Fingered $5000/$3000 1 (1) 

Gyber Leg 
Cost: $4000 ($2500) 
Type: Integral 
Spirit Loss: 1 
Mounts: None 
Drain: 1 (1) 
Mount Location: Leg 

This system replaces one of the 
scrapper’s legs with a spiffy titanium 
and ghost steel one. Just as with arms, 
the basic leg functions just like the limb 
it replaced. It has the same stats as your 
hero’s old leg, provides light armor -4, 
and has more mount locations than a 
natural leg. 

Overload: Normal cyber legs not 
equipped with high-speed pistons (see 
below) can be overloaded to increase the 
scrapper’s Pace. Each extra point of 
Drain channeled into the legs increases 
your hero’s Pace by 6. 

There are a few options which can be 
built into a cyber leg. Each option uses 
up a mount in each leg. Powering these 
extra systems is not considered an 
overload. It’s possible to have each of 
the following options built into the 
same legs: 

High-pressure Pistons: Legs with 
high-pressure pistons were designed for 
jumping and leaping. For each extra 
point of Drain channeled into the 
pistons, a scrapper with 
jump 5’ vertically, long ju 



standing start, and 3 0  horizontally from 
a running start. Two points of Drain, for 
instance, would allow a deader to jump 
10 feet vertically or 2 0  horizontally. This 
option costs $1500 ($1000) per leg and 
must be installed in both legs (unless 
used for a killer game of hopscotch). 

High-speed Pistons: These legs 
were built for speed. Each extra point of 
Drain channeled into the legs increases 
the scrapper's Pace by 12. This option 
costs $2000 per leg and must be 
installed in both legs to function 
properly. 

Rotating Knee: This option is only 
available in a junker version and costs 
$1000. This system was developed 
originally developed for Hans Gustavson, 
one of Junkyard's most popular 
gladiators. It worked well for him, and 
within weeks, many of his competitors 
were sporting the same modification to 
their legs. 

The rotating knee allows the scrapper 
to rotate his body 360" around his knee. 
The motors in the knee provide a power 
assist to this rotation, allowing the 
scrapper to throw some vicious spin 
kicks. 

It's only necessary to have this system 
installed in one leg, but many scrappers 
have it installed in both so their 
opponents can't predict from which side 
the kick is coming. Kicks thrown using 
this system gain a +4 bonus to damage. 
Each kick requires 1 Drain. 

Cyber Qrgans 
Cost:' Varies 
Type: Integral 
Spirit Loss: 1 each 
Mounts: None 
Drain: 10) each 
Mount Location: Torso 

other main creations of the medical 
community before the Last War was 
cyber organs. These were used in 
patients for whom no donors could be 
found or, in rare cases, to actually 
augment a patient's performance. Prewar 
versions of nearly every organ except 
the brain exist, but we'll just look at the 
ones which have actual game effects. 

Heart: Cyber hearts are completely 
unaffected by stress. All Wind damage 
suffered by the scramer is halved. The 

In addition to cyber limbs, one of the 

amount of Wind damage due to 
bleeding is not halved, but it is only 
suffered every other round. 

Kidneys In addition to taking over 
he functions of an ordinary kidney, an 



bonus to Vigor rolls to resist drugs and 
toxins. Even if the roll is failed, the 
damage and duration of the toxin’s 
effects are halved. 

Liver: A scrapper equipped with one 
of these artificial organs can never get 

because it instantly metabolizes any 
alcohol found in the bloodstream. Many 
gladiators’ agents have one of these. 

Lungs: Artificial lungs have a greater 
capacity than natural ones and are 
equipped with state-of-the-art particle 
filters. A scrapper equipped with 
artificial lungs can hold his breath for a 
number of minutes equal to his Vigor 
die plus four minutes. In addition, he 

to resist the effects of airborne drugs, 
toxins, spores, and the like. He also 
suffers no Wind from pickin’ up the 
pace. 

equipped with a carbon dioxide 
scrubber that doubles the amount of 
time your hero can hold his breath. 

drunk (unless he shuts his liver off) Dexterity Booster 
Cost: $8,000 ($6000) 
Type: Integral 
Spirit Loss: None 
Mounts: 1 in each location 
Drain: 2 (2) 
Mount Location: Both arms and legs, 

torso 
A dexterity booster system increases 

a scrapper’s eye-hand (and foot) 
coordination. A central processor in the 

spinal cord and feeds instructions to 
sub-processors in the extremities. This 
increases your hero’s Deftness die type 
by two levels and negates the penalty 
for using the off hand. 

Overload Extra drain can be spent 
to overclock the processors and increase 
performance. Each point spent on the 
overload increases Deftness by an 
additional die type. 

Running the system at this level can 
be dangerous. The scrapper must make 
a Hard (9) Vigorroll each round the 
system is overloaded to avoid nerve 
damage. Failing this roll means the 
brainer’s Deftness die drops by one type 

roll means the nerve damage is 
permanent. 

gains a +4 bonus to Vigor made torso is jacked directly into the brainer’s 

For an extra $500, the lungs can be 

Lungs $2000 $1000 for 2d6 days. Going bust on the Vigor 

Data Jack 
Type: Modular Endo-armor Cost: $500 ($200) 

Spirit Loss: None 
Mounts: 1 Type: Integral 
Drain: None Spirit Loss: None 
Mount Location: Any Mounts: l/location 

connection. It allows your scrapper to 
plug into computers, cyborgs, cyber 
weapons, and so on-basically anything 
with a data jack. The jack includes a 
small compartment which holds a 6 
data cable. 

Cost: NA ($2000)/location 

This is a standard data port Drain: None 
Mount Location: Any 

who want to ensure they have some 
protection at all times. This system 
installs a thin layer of ballistic fibers 
just below the scrapper’s skin. This 

Endo-armor is popular with gladiators 



m 
sc alling this 

system in either arm drops the waster’s 
Deftness die type by a level with that 
limb. Installing it in either leg or the 
torso drops your hero’s Nimbleness die 
by a type. Neither of these penalties 
apply if the system is installed in a 
cyber limb. Installing endo-armor in the 
head area gives the brainer puffy, 
swollen features and lowers the hero’s 
Mien die type by one in situations 
where looks matter. 

Cost: NA ($fiOO)/AV/Location 
Type: Modular 
Spirit Loss: None 
Mounts: 1 
Drain: Special 
Mount Location: Any 

This system installs large mounting 
studs in the selected locations on which 
armor made from metal plates and 
ballistic nylon are attached. This system 
is very popular among blood sport 
gladiators. Just like endo-armor, exo- 
armor is not available as a prewar 
system. 

The maximum armor level possible 
with this system is 4. It’s possible to 
have different armor levels in different 
locations. Many gladiators have high 
levels on their torsos and heads and 
lower levels on their limbs. 

High levels of exo-armor can have a 
negative effect on your hero’s 
performance. Look on the Exo-Armor 
Table and figure the penalty based on 
the highest armor level installed. 

The armored plates can be attached 
or removed in a single action, and it‘s 
possible to buy extra plates for half of 
the normal cost per location. Many 
gladiators buy plates of various armor 
levels and reconfigure their armor levels 
before each match based on the event. 

modification to this system installs a 
small electrical generator and insulated 

Electrification: A popular 

the armor crackles with electrical 
energy which shocks anyone touching 
the plates. Any character who touches 
the armor or attacks it with a metal 
melee weapon must make a Wgor roll 
equal to ld6 per Drain supplied to the 
armor. Failing the roll means the 
attacker takes an amount of Wind 
damage equal to the amount by which it 
was failed. The maximum Drain that can 
be supplied to the armor without 
overloading it is 4. 

Armor Effect 
1 None 
2 -2 penalty to Nimbleness 
3 -2 penalty to Nimbleness 

4 -4 penalty to Nimbleness 
and Quickness 

and Quickness 

can run. Each program has a slug size. 
The computer can run any combination 
of programs with a combined slug size 
less than or equal to its slug rating. 

ese programs can be pulled off a data 
, or called up from storage. Because 

Expert System 
Cost: $3000 ($2000) 
Type: Modular 
Spirit Loss: None 
Mounts: 1 
Drain: 2 (CPU size/3) 
Mount Location: Head 

This system adds some computing 
power to the scrapper’s cranium. It can 
be used to run skill slugs or to store 
input from another cyber system. Your 
hero can use this system to run 
programs, store data, and play video 
games. This system is wired into the 
waster’s brain, and actually uses 
portions of it for storage and processing. 

The expert system has three main 
components: the processor, information 
storage, and input/output devices. The 
prices for all of these components is 
shown on the Expert System Table. 

The processor determines how many 
programs and databases the scrapper 
can have open at once. Each possible 
processor has a slug rating. This is the 
number of slug’s worth of programs it 



the computer uses portions of your 
hero’s brain to process things, a waster 
can’t use an internal processor with 
more slugs of processing power than his 
Smarts die type. 

The CPUs storage is rated by the 
number of slugs of data it can hold. 
Each slug is approximately a terabyte of 
info (roughly equivalent to about 2000 
present-day CDs). Each slug of storage 
can hold a full slug of raw data or store 
one slug of program. Because the 
system uses some of the waster’s gray 
matter for storage, a hero can’t have 
more slugs of storage than his 
Knowledge die type. 

damaged, roll ld20 against the number 
of slug‘s worth of data and programs it 
has stored. If the result is less than or 
equal to this amount, a random program 
or database is corrupted and destroyed. 

A scrapper has a number of options 
for inputting and outputting data. As  far 
as input goes, all sensory data from 
cyber senses can be recorded and 
stored. Data can also be entered by data 
jack, radio, or slug reader. 

A slug reader can be purchased as 
part of the expert system. It can read 
standard data slugs and can have up to 
3 slug ports. Programs can be 
downloaded into memory or run directly 
off an inserted slug. 

The slug reader can be mounted in 
any body location and should be 
recorded on the scrapper’s sheet as a 
separate system. If the reader is ever 
damaged, roll ld4 against the number of 
slugs currently plugged into it. If the 
result is less than or equal to this 
number, one randomly selected slug is 
destroyed. 

holographic cyber eye, datajack, radio, 
or through the slug reader to a blank 
data slug. 

There are two primary forms of 
programs available: expert programs and 
databases (there are others, though, see 
Cyborgs for details). 

compilations of data and the software 
needed to manipulate it. They can be 
anything from road maps, to a list of all 
nonclassified US military bases, to a 
complete set of the Encyclopedia 
Brittanica (circa 2081). 

Whenever an expert system is 

Data can be output through a 

Database programs are simply 

Exactly what type of data your 
scrapper has is up to you, but it must 
be approved by your Marshal. If it’s 
particularly valuable or rare information 
your Marshal may raise the price. Your 
Marshal also determines the slug size of 
the database. Some extensive databases 
may require two slugs of storage or 
even more. 

Expert programs grant your hero the 
use of an Aptitude. There are expert 
programs available for nearly every 
Aptitude except for those which require 
an arcane background. The program 
only benefits your waster if it is 
programmed at a higher level than the 
scrapper’s own skill in that area. Expert 
program slugs with Aptitude levels 
higher than 5 are very rare and highly 
expensive. Junkers with the brains power 
can create these programs. 

&? i *  



Cost: $6000 ($4000) 
Type: Integral 

Component Price 
Blank slug $200 
CPU $1OOO/slug 
Database $500+ 
Expert program $2000/Aptitude level 
Slug reader $500/por t 
Storage $500/slug 

Gills 
Cost: $2000 ($1000) 
Type: Integral 
Spirit Loss: None 
Mounts: None 
Drain: 1 (1) 
Mount Location: Head or torso 

This system adds a pair of artificial 
gills to the scrapper’s chest or neck. 
These allow your hero to swim with the 
fishes like he’s one of them. The only 
restriction to their use is that the area 
in which the gills are installed must be 
uncovered and allowed free access to 
the water. 

Spotting the gills when not in use 
requires a Hard (9) Cognition roll. 

Internal &racing 
Cost: $1000 ($500)/location 
Type: Integral 
Spirit Loss: None 
Mounts: l/location 
Drain: 1 (1) 
Mount Location: Any 

scrappers who have installed Samson 
units in their cyber limbs. The bracing 
reinforces vital portions of the 
scrapper’s skeletal structure and 
musculature and allows the brainer to 
use these pumped up limbs at their full 
strength without fracturing bones and 
ripping muscles. 

The internal bracing system must be 
installed in each location of the 
scrapper’s natural body other than the 
head and cyber limbs. 

Internal bracing is needed by 

Spirit Lo&: None 
Mounts: 2 
Drain: 1 per wound location 
Mount Location: Torso 

The metabolic booster speeds up the 
portions of the scrapper’s metabolism 
which deal with healing. As long as the 
system is powered, your hero may make 
a natural healing roll every twelve 
hours. 

Overload Paying double the Drain 
required allows the scrapper to make a 
healing roll every 6 hours. Paying triple 
the cost allows a healing roll to be 
made once per hour. When figuring the 
overload Drain, all points over the 
required 1 per wound location are 
considered overload. 

Power Jack 
Cost: $500 ($200) 
Type: Modular 
Spirit Loss: None 
Mounts: 1 
Drain: None 
Mount Location: Any 

A power jack allows a scrapper to 
power external devices run on G-ray 
energy or battery power (or receive 
power from an external power source). 
Each jack can only handle a single type 
of energy, so if your hero has multiple 
power sources, he must purchase a 
separate jack for each. The power jack 
includes a small, hidden compartment 
containing a 6 power cable. 

Radi!, 
Cost: $1000 ($750) 
Type: Modular 
Spirit Loss: None 
Mounts: 1 
Drain: 1 (3) 
Mount Location: Any 

communications hardware. It has 40 
channels and is capable of scrambled, 

This is a high-tech piece of 

tight-beam, and burst transmission. 
Under normal conditions (rare in the 
Wasted West), the set has a range of 100 
miles. When used in tight-beam mode, 
the range is extended to 500 miles, but 



the transmitter must be pointed directly 
at the receiver for this to work. The set 
can reach orbital satellites in this mode. 

Overload When overloaded, the 
transmitter can be used to jam radio 
communications within a 50-yard radius 
by broadcasting on all channels at once. 
Each extra point of Drain spent on the 
overload beyond the first increases the 
radius of the jammed area by an 
additional 50 yards. 

Samson 
Cost: $1000 ($750)/limb 
Type: Integral 
Spirit Loss: None 
Mounts: 2 
Drain: 2 (2Vlirnb 
Mount Location: Cyber limb 

Samson units can be installed in 
cyber limbs to give them some real 
muscle. Any limb with one of these 
systems has a Strength of d12+4. Use the 
scrapper’s normal Strength coordination. 

There’s only one catch. Very few 
humans have a d12+4 Strength, which 
means that their bodies are not capable 
of handling the stresses caused by such 
a powerful limb. To use a Samson unit 
safely, the scrapper must have internal 
bracing installed (see page 116) or pump 
his Strength die up to d12+4 using an 
adrenal booster 

Samson-equipped limbs can be used 
for things which put no stress on other 
body parts, like gripping, without danger. 
Other activities like lifting, swinging a 
weapon, and the like cause ld6 massive 
damage to the scrapper for each level of 
difference in Strength between the limb 
and the scrapper unless the brainer has 
internal bracing. 

Overload For each extra point of 
Drain spent on this system, the limb’s 
strength die type is increased by a level. 

Self Repair Unit 
Cost: NA ($4000) 
Type: Integral 
Spirit Loss: None 
Mounts: 2 
Drain: Special 
Mount Location: Cyber limb 

cyborgs; for scrappers it means a lower 
repair bill. 

The SRU means life to Harrowed 

Self repair units are not available as  
prewar systems because they require the 
arcane energy supplied by a soul tap or 
spirit battery to operate. They can, 
however, repair damage suffered by 
prewar systems. An SRU does this in 
much the same way as junkers build 
their devices: it transforms parts that are 
kind of like those needed to make 
repairs into the exact parts that are 
needed. Not only that, but it 
automatically installs them, too. 

those in cyborgs. While cyborg SRUs 
can repair any system installed in the 
deader’s body, scrapper SRUs can only 
repair systems in the body location in 
which they are installed. This is because 
the power couplings needed to network 
an SRU throughout the body are too 
invasive to use in a living human. 

Scrapper SRUs are not as powerful as 



these spare parts use the same 
categories as components for junker 
devices: electronic, mechanical, and 
structural. They are found in the same 
way also. Check out the scroungin’ rules 
in Chapter 2 of the Junkman Cometh or 
Chapter 8 of the Hell on Earth rulebook 
for details. When scrounging on the 
body of a cyborg or scrapper, add +4 to 
the scroungin’ roll. 

The number of components required 
depends on what type of damage is 
being repaired. If wounds to a cybernetic 
limb are being fixed, one mechanical 
component and one structural 
component are needed per wound level 
repaired. If a disabled internal system is 
being fixed, one mechanical and one 
electronic component are needed. These 
components are simply held against the 
damaged area and are slowly absorbed 
as the repairs take place. 

Using the SRU has a Drain of 1 per 
wound level healed and takes one 
minute per wound level or internal 
system fixed. The Drain is continuous 
throughout the duration of the repair 
process. Internal systems that span 
multiple body locations must be 
repaired separately in each area they are 
damaged. The SRU can never heal 
damage to a scrapper’s organic parts. 

SRUs can be equipped with an 
internal parts hopper so the scrapper 
doesn’t have to worry about pulling out 
parts in the heat of combat. Each extra 
mount allotted to the SRU can store 4 
components of any type. These 
components can be used to repair 
damage to any system in the same hit 
location as the SRU. 

Overload The speed at which 
systems are repaired can be increased to 
one wound level or system per round by 
spending double the amount of Drain 
needed to  perform the repairs. When 
figuring the overload level, count each 
point of Drain above that normally 
required to repair the damage. 

taken three wounds to his right 
arm, and his Samson unit in that 
location has been damaged. 
That‘s a total of 3 wound levels 
and 1 system. To repair all of the 
damage, Bob needs 1 electronic, 4 
mechanical, and 3 structural 
components. The Drain to repair 
the damage is 4. The repairs take 
4 minutes (3 wounds + 1 system). 

Smart Gun Link 
Cost: $1000 ($800) 
Type: External 
Spirit Loss: None 
Mounts: None 
Drain: 1 (1) 
Mount Location: Weapon 

cyberware. It’s a weapon accessory that 
can be used by any scrapper who has 
both a cyber eye and a data jack. The 
smart gun link can be installed on any 
handheld firearm with an Onerous (7) 
tinkerin’ or trade: gunsmith roll. 

The link allows the scrapper to see 
things from a “gun’s eye” point of view. 
This gives a +2 bonus to hit with the 
weapon and also allows your brainer to 
use his weapon to look around corners 
and over obstacles. 

For an extra $500 the link can be 
equipped with low-light vision 
capabilities. 

This isn’t actually a piece of 

Soul T‘ap 
Cost: NA ($4000) 
Type: Integral 
Spirit Loss: None 
Mounts: 1 
Drain: None 
Mount Location: Head 

This system is what makes junker- 
built cyber limbs practical. The soul tap 
actually makes contact with your 
brainer’s soul and siphons a pQrtion of 
his life force away. A s  was described 



Makin’ 
scrappers 

At this point, some junker players are 
probably wondering how they can get in 
on the action and make some 
cyberware of their own. Before we 
address that, let’s talk about fixing 
things up first. 

Repairs 
Rules for repairing cyborg equipment 

can be found in the Cyborgs book. 
Cyborg equipment is bleeding-edge 
military hardware that’s difficult to 
patch up. Scrapper tech is a little easier. 

Repairing a junker-built cyber limb 
requires a science: occult engineering roll 
against a TN of 5 plus 2 per wound 
level. Repairing other systems requires a 
roll against a Hard (9) TN. The repairs 
require the same components as  if 
being made by an SRU. 

done by a non-junker with a Hard (9) 
science: cybernetics roll and the 
appropriate spare parts. Junkers with the 
biomechanics power can repair them as 
outlined above for junker equipment. 

Patching up prewar hardware can be 

Makin& Cyber Stuff 
Many cyber systems can be created 

using existing junker powers. Samson 
units can be made with the super 
strength power, and a cyber eye, for 
instance, is made with the sensor power. 
It‘s simply a passive vision sensor with 
no die rating that takes up a single slot 
and has a Drain of 1. The specialized 
eyes simply add other sensors. 

Your junker doesn’t have much room 
to work with. Each mount location for 
cyberware can only hold 5 slots worth 
of equipment. That means a 15-slot 
device would use up three mounts. 

As you design cyber systems, you’ll 
probably find that your devices tend to 
be larger and have a higher Drain than 
those listed in this chapter. That‘s 
because it’s assumed these systems 
were made by experienced junkers who 
made extensive use of the miniaturize 

andflow tool tricks to decrease the size 
and Drain of the devices. Many junkers 
use oversized tech spirits to lower the 
Drain on the user, and less scrupulous 
junkers sometimes build minor side 
effects into their devices to shave a few 
slots off. Once your techno-mage 
masters these tricks he’ll be building 
cyberware with the best. 

Junkers who make a living at building 
bionic parts also know the 
biomechanics power. Most also tend to 
have powerful computer spirit browsers. 

Associated Spirits: Computer 
TN: 9 
Components: 

Chemical: 10% (see below) 
Electronic: 25% 
Mechanical: 15% 
Structural: None 

Drain: Special 
Biomechanics is the power used to 

make the basic cyber systems not 
covered by other powers: arms, legs, 
organs, and such. The basic Frame sizes 
and Drains for human-sized parts are 
listed in the Biomechanics Table. This 
power can be used to build parts for 
both cyborgs and scrappers. 

When figuring component costs use 
the full slot rating for the listed Frame 
size. The chemicd component cost only 
applies to scrapper parts because they 
must be coated with Immunatol to 
prevent reject ion. 

Part Frame Drain 
Arm 3 2 
Hand/Foot 1 1 
Immunatol 2 NA 
(5 dose batch) 
Leg 
Organ 
Skull (cyborg only) 2 2 
Torso (cyborg only) 4 3 

4 3 
2 2 
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Traits & Rptitudes Fersonali t y  
Deftness 2d6 

Nimbleness 2d6 

Um, why yes, I believe I could make 
Shootin’: pistol 3 

Climbin’ 1 
Fightin’: brawlin‘ 2 
Sneak 1 

the system you’ve described. I’ll warn 
you now that it’s going to be 
expensive, and I’ll require 
cash up front. I’m sorry, 
threats will get you nowhere. 
It’s payment up front or 

somewhere else is your 

Strength 2d6 
Quickness 3d6 nothing. Well, going 
Vigor 3d8 
Cognition 2d8 rerogative, but I doubt 

Search 3 you’ll find anyone else 
Scrutinize 3 who can build a 

Knowledge 2d12 custom system like 
Area knowledge: that. Ahh, I thought 

Junkyard 2 you’d see it my way. 
English 2 
Medicine: surgery 3 
Science: occult 

engineering 5 to have to come 
Mien ld6 
Smarts 3d10 

Scroungin’ 4 
Tinkerin’ 4 

Spirit 2dl0 
Guts 3 

Wind 16 
Pace 6 
Edges 

Arcane Background: 
junker 3 

Computer Browser 3 
Hindrances 

Cautious -2 
Squeaky -2 
Stubborn -2 

brains, sensor 
Powers: Biomechanics, 

Tool Tricks: Miniaturize, flow 
Gear: .38 snubnose revolver, 50 

rounds of .38 ammo, surgical 
tools, electronics tools 





with cyber arm) 
Quickness 3d10 
Vigor 3d8 
Cognition 3d6 

Search 3 
Knowledge 2d6 

Area knowledge: 
Junkyard 2 

English 2 
Mien 2d6 

Overawe 3 
Smarts ld6 

Streetwise 3 
Tinkerin’ 2 

Spirit Id8 (was 3d8) 
Guts 2 

Wind 16 
Pace 12 
Edges 

Belongin’s 10 

T’raits & Rptitudes Per senali ty 
Deftness 2d6 

Shootin’: pistol 3 
Nimbleness 2d12 

Climbin’ 3 
Dodge 3 
Fightin’: brawlin’, whip 5 
Sneak 2 

I’ve been around for a while, and I’ve 
got the scars to prove it. Most Friday 

nights, I’m the favorite down at the 

Strength 2d10 (2d12+4 The arm I had taken off 
myself. The eye, well, I lost that 
when I got blindsided during a 

spiked cage match. That won’t 
happen again, ‘cuz I got me a 
wide angle lens in the new 

Quote: “I’ll give you 10 to 

the first round.” 
1 that I take him down in 

Reno& (Junkyard) 3 
Veteran 0’ the Wasted 

West 0 
Hindrances 

Big Britches -3 
Greedy -2 
Ugly as Sin -3 

Cyberware: Cyber arm, 
cyber eye (wide angle, 
light enhancement), cyber 
hand (buzzsaw), internal 
bracing, Samson, soul tap 
(8), SRU 

pants, $100 
Gear: Whip, boiled leather 



Knowledge 2d6 
Area knowledge: 

English 2 
Mien ld6 
Smarts 2d10 

Scroungin’ 3 
Tinkerin’ 3 

Spirit 2d6 
Guts 3 

Wind 12 
Pace 12 
Edges 

Central Rockies 2 

Belongin‘s (ultralight 
& helmet) 4 

Mechanically 
inclined 1 

Sand 1 
bumpy!” 







Chapter Four: 

Players, ge lost. n arshals, we’ve got a 
lot of ground to cover and not many 
pages to do it in, so let‘s dig in. 

Judge T’cllliver 
Tolliver was a tough, book-throwing 

judge before the war, who made one too 
many bets on the horses. He accepted a 
bribe to let a mob hitman go free, and 
he’s never forgiven himself for that. 
Anyone attempting to bribe him these 
days gets sentenced to the Pit. 

The Judge still has a weakness for 
gambling, though, and now that he is 
the house, he can’t resist padding the 
odds in his favor occasionally. Ike 
knows this, but he lets Tolliver get away 
with it because the Judge knows the 
secret of the spook juice refinery (see 
page 135), and he even contributes the 
bodies of criminals killed in the Pit to 
the operation. 

The Judge can’t get enough gambling. 
Besides his own betting operation at the 
Pit, the Judge regularly bets on the arena 
matches. This vice is the one way in 
which heroes brought before him might 
be able to avoid an unpleasant fat 

Y brefile: Judge T’ellirGi 
Corporeal: D3d6, N:2d8, S2d6, Q:3d8, 

Climbin‘ ld8, drivin’: car 3d8, fightin’: 
V2d10 

brawlin’ 4d8, shootin’: pistol, shotgun 
4d6, sneak ld8 

Mental: C3d8, K2d10, M3d10, Sm:4d8, 

Gamblin’ 5d8, guts 3d8, overawe 5d10, 
persuasion 4d10, professional: law 
6d10, scrutinize 5d8, 

Edges: Law Dog 3, renown 3, “the stare” 
1, “the voice” 1 

Hindrances: Bloodthirsty, habit -3 
(gambling), scrawny 

Pace: 8 

Sp:2d8 

Size: 5 
Wind 18 
Gear: Ruger Thunderhawk with 1 full 

clip, robes, gavel 
Description: The Judge is a thin, frail- 

looking man in his late 60s. He has 
a pinched face that looks like a 
dried apple doll that sucked on a 
lemon. He has a loud, booming 
voice that sounds much too 
deep for one 
so skinny. R 



The Glowing Dome 
The dome over Junkyard was another 

example of Hellstromme’s super science, 
and goes to show that it’s good to plan 
ahead. It did, in fact, soak up all the 
radiation, both normal and supernatural, 
caused by the bombs. The energy 
absorbed by the dome, as well as the G- 
rays and thermal energy absorbed by 
the city’s energy shield, were stored in 
enormous capacitor banks deep beneath 
Junkyard. 

So, why did Hellstromme build the 
dome and shield, and what is all this 
energy going to be used for? And where 
is Hellstromme, anyway? What about 
the Denver shield? Well, we can’t tell 
you just yet. But trust us, when we do 
let you know, it‘ll be big. 

T‘he Scorched Earth 
The infertile ground around the city 

is a side effect of the ghost rock 
bombs. Six times a Deadland began to 
form over the city, and six times it 
collapsed due to the absorptive 
qualities of the energy shield. The 
inhabitants of the city were protected 
from the worst effects of this by the 
shield and dome, but the land around 
the Iron Oasis was not. All living 
things within five miles of ground 
zero were utterly destroyed. The 
ground itself was leached of all life- 
giving nutrients, leaving behind only a 
dry, infertile sand. 

Yarders don’t talk about it much, but 
it‘s become the custom to cremate 
bodies or at least remove the brain 
before burial. The scorched earth around 
Junkyard seems to give rise to an 
unusually high number of walking dead 
and Harrowed. Any heroes buried here 
can draw an extra two cards to 
determine if they return from the great 
beyond. If they do, however, they 
automatically get the degeneration 
Hindrance at level 5. 

The top floor of the hospital used to 
be the mental ward. For nearly a 
century, the mentally ill of the city were 
subjected to all sorts of experimental 
treatments devised by Hellstromme and 
his staff. Some recovered, some didn’t. 
Either way, the mental anguish in this 
place attracted a dangerous type of 
spirit known as a gibber. 

insinuate themselves into their victims’ 
minds, warp their senses of reality, and 
drive them to insanity. 

Gibbers have an insidious attack. They 

Profile: Gibber 
Corporeal: D3d6, N2d6, S3d6, Q:4d8, 

Fightin’: brawlin’ 4d6 
Mental: C3d8, K:3d6, M4d8, Sm:3d8, 

Sp:4d12 
Overawe 5d8 
Pace: 6 
Size: 6 

V3d6 



Terror: 11 
Special Abilities: 

Damage: Pseudopod (STR+ld6) (Only 

Immunity: Normal weapons 
Incorporeal 
Insanity Attack Roll a contest of 

Spirit between the creature and its 
intended victim. If the creature 
succeeds, it has entered its victim's 
mind and can dredge around in 
there to learn all of the victim's 
fears and neuroses. It then uses this 
knowledge to alter the victim's 
perceived reality and create 
situations which attack these fears. 
A person under attack by a gibber 
will see and hear things that aren't 
there. After each such situation (it's 
up to you to determine exactly 
what these are), roll another 
contest of Spirit. If the victim wins 
three of these contests in a row, 
the spirit is ejected from his mind. 
Each time the gibber wins, the 
victim's effective Spirit drops by a 
die type. If the victim's Spirit drops 
below d4, the gibbber wins. The 
victim must make a final Spirit roll 
(using his full Spirit) against a TN 
of 11. If the victim fails, he commits 
suicide, If he succeeds, he lives, but 
he's reduced to a gibbering 
madman. 

Weakness: Administering Prozac or 
similar drugs to a victim while 
under attack causes the spirit to 
manifest itself. It can then be 
attacked normally. 

Description: These creatures are 

while manifested.) 

normally invisible, but if forced to 
manifest, they appear as amorphous 
blobs covered with multiple eyes and 
mouths. 

Hellstrwnme High 
Sounds like a bad "roma movie, 

doesn't it? 
The problem at the school is a little 

more mundane than that facing the 
hospital. There is a storm drain near the 
school which has an opening to Down 
Below. Moorlocks lurk in the drain and 
lure the younger children over with toys 
and candy scavenged from beneath the 
city. Once the kid gets too close, he gets 

The other people disappearing from 
Junkyard's streets are also getting eaten. 
They are being nabbed by a creature 
known as the rope tongue. These 
creatures were originally subterranean, 
but migrated up into the Steel Sky after 
the construction of Sub-level Two 
disturbed their habitat. They've been 
around for a while in small numbers, 
but when the population of the city was 
much larger, their victims were simply 
written off as lurker gang victims. 

The rope tongue has a thick, stubby 
body that resembles a rock, and eight, 
small hook-like feet that can latch onto 
bare stone. The creature moves very 
slowly, and it usually hangs from the 
roof of a cavern or the Steel Sky. It 
uses its long, ropy tongue to grab prey 
and haul them to its fang-filled mouth. 

brsf ile: Rspe T'sngue 
Corporeal: D2d6, N4d8, S4d12, Q:3d6, 

Climbin' 5d8, fightin': brawlin' 5d8 
Mental: C2d8, Kld4, M.ld4, Sm:2d6, 

Pace: 4 
Size: 6 
Wind 16 
Terror: 7 
Special Abilities: 

(STR+ld6) 

V3d8 

Sp:2d8 

Damage: Bite (STR+2d8, APl), tongue 

Tongue: The rope tongue has sensory 
organs on its 40 tongue, so the 
creature itself is not always visible 
when it attacks. The tongue has a 
size of 3 and withdraws if maimed. 
If the tongue hits with a raise, it has 
grappled its victim. After grappling, 
the creature pulls its victim 2 0  
closer to its maw on each of its 
actions. If the victim can grab 
something, the creature must 
contest of Strength to 

Description: See above. 
snatched. 

~ 2 4  



ili ty 
ur heroes purchase cyberware, it‘s 

necessary to determine the equipment’s 
Stability. You can set it yourself or use 
this simple system: 

Assume the base Stability of most 
cyberware is 18. Doc Edna‘s stuff starts 
with a Stability of 20 and Doc Simpson’s 
equipment usually starts around 16. 
Draw a card and look on the Cyber 
Stability Table below. 

Card 
2 
3-8 
93 
Q-K 
A 
Joker, Red 
Joker, Black 

Stability Modifier 
-4 
-2 
0 

+2 
+4 
+6 
-6 

A hero attempting to shoplift from 
Parts is Parts should roll a contest of 
her sleight 0’ hand versus Monty’s 
Cognition of 4d10. If Monty wins, an  
alarm sounds and a spotlig-ht mounted 
on. the ceiling centers on the offender. 
Attempting to flee causes the thief to be 
attacked by a NA SAW with a shootin’ 
Aptitude of 5d10. MG drags all living 
shoplifters to the Pit for a talk with 
Judge Tolliver. 

The G-ray service being provided by 
Junkyards government is actually a 
cover story for a much more ambitious 
project. Doc Schwartz knew there was 
no way he could keep the construction 
of something as large as a ghost rock 
reactor a secret, so he came up with the 
G-ray service to disguise its real 
purpose. 

The real reason for the reactor’s 
construction is to provide energy for a 
number of powerful beam weapons 
which have been secretly emplaced on 
the hills around the city. The weapons 
are hidden underground, but in the event 
of an attack, they can quickly rise to 
the surface. The gun emplacements have 
been spaced to give the city complete 
coverage against an air or missile attack. 
Many of the weapons can also bear to 
engage ground targets approaching the 
city from the south. 

These weapons are intended as a 
safety net in the event that the Sky 
Pirates are defeated or a surprise missile 
attack is launched from Denver. The 
system can handle small numbers of 
aircraft or missiles, but a large-scale 
attack would probably overwhelm the 
guns through sheer numbers. Some of 
the weapons are laser cannons 
scavenged from derelict hover tanks, and 
others are beam weapons designed by 
Doc Schwartz himself. 

The weapons can only be accessed 
through underground tunnels which are 
guarded by both the best of the militia 
and sophisticated electronic security 
systems. 

Instant Experts 
The teaching machine used by Tom 

and Earl is an older model, and it’s 
different from those used by the syker 
training programs. Because the machine 
can‘t make as  deep a mental link as the 
syker machines, it takes much longer 
for the user to ingest the information. 
Raining on this machine takes four 
hours per Aptitude level gained. The 
machine also can’t teach any skills or 
powers which require the arcane 
background edge to use. 

Tom and Earl’s machine isn’t totally 
reliable. Draw a card each time a hero 
uses it. On a deuce, the time is spent 
but the skill didn’t take. On a Joker 
(either color), the brainer suffers a brain 
embolism that causes 6d12 damage to 
the noggin. 

Heroes who already possess an 
Aptitude gain no benefit from using the 
machine until they have spent enough 
time on it to surpass their current 



The attempts to clean up the creek 
didn't kill the monster living in it, they 
just made it go dormant for a while. 
Once pollution began to seep into the 
water once again, Sludge awoke from 
where it had burrowed deep in the mud 
of the creek bed. 

Sludge is the embodiment of all the 
creeks pollution and it's actually one of 
the very first toxic spirits (we'll discuss 
these in detail in the upcoming Spirit 
Warriors book). It's aware that if 
detected, it can be killed (although it 
would takes some serious firepower to 
do so), so Sludge is careful when it 
hunts. It prefers to hunt at night and 
chooses solitary victims over groups. 

The acidic blob has also found ways 
of entering the city's water system. It 
occasionally pops out through shower 
heads and faucets when it's in the mood 
for a midnight snack. 

Prcfile: Sludge 
Corporeal: D2d6 (tendrils), Nld6, 

Fightin': brawlin' 5d6 
Mental: C2d8, Kld4, Mld4, Sm:ld6, 

Search 4d8, trackin' 3d8 
Pace: 6 
Size: Special 
Wind NA 
Terror: 13 
Special Abilities: 

S4d12+2, Q3d6, V3d12 

Sp:3d8 

Acidic Tendrils: Sludge can manifest 
and control two tendrils at once. 
These can each slap individuals for 
brawling damage. If Sludge hits with 
a raise, the tendril covers the target 
and causes an additional ld20 points 
of acid damage to the affected 
location. The tendril covers the 
victim in sticky goo, so armor does 
not apply unless it is completely 
sealed. Breaking free of a tendril 
once it's latched on requires the 
victim to beat Sludge in an opposed 
Strength roll. A single success 
means that Sludge continues to hold 
on and inflicts damage at the 
beginning of each round. A raise 
means the hero breaks free, but 
continues to suffer acid damage 
until he immerses himself in water. 

On two or more raises, the hero 
breaks free so quickly that Sludge's 
tendril "snaps" back and pulls most 
of its deadly goo with it-the hero 
suffers no further ill effects. 

Immunity: Sludge is completely 
immune to bullets, blades, and 
other forms of physical attack. Only 
fire, energy weapons, and 
explosives cause the creature harm. 
Even these forms of attack can 
only make Sludge withdraw from a 
fight. After suffering a total of 300 
points of damage, the creature 
beats a retreat. 

Weakness: Fire. Being made partially 
of ghost rock, Sludge takes double 
damage from flame, but it can 
extinguish itself in an action so as 
not to actually catch fire. 



nly way to 
1 Sludge is 

Jaeger's plan is as simple as it is 
ballsy. Using his own money, he bought 

stroy its heart. This is a chunk of 
ghost rock the creature distilled 
from the creeks waters. It was 
originally hidden in the flooded 
basement of the Empire Mill, but 
when that building was 
demolished, Sludge temporarily 
moved it. It has since used its acid 
to burrow into the concrete slab 
beneath the new reactor, and made 
a nice, cozy nest for its heart not 
far from the main reactor core. The 
heart requires 200 points of 
damage to destroy, takes double 
damage from fire, and has an 
Armor Value of 2. 

Description: A big, amorphous blob of 
goo. 

D-20 
The D-20 is an improved version of 

the NA assault rifle. It has a heavier 
barrel, an integral compensator, and an 
integral bipod. These features halve the 
normal recoil penalties for firing 
multiple bursts, and eliminate them 
completely when the gun can be braced 
with the bipod. 

Although the ghost rock in the 
Wasatch Mountains will run out 
eventually, it's not going to be mined out 
any time in the near future. The factors 
Bo mentioned did play a small part in 
the drop in production, but the actual 
reason is much simpler: Someone is 
stealing it. 

Dylan Jaeger 
That someone is Dylan Jaeger, a 

junker and high-placed official in the 
Junkyard government. Jaeger's official 
title is Head of Mining Production. His 
unofficial title should be "Slimeball-at- 
Large." 

a warehouse across the street from <he 
main ghost rock storage facility and had 
it marked as an official city building. His 
accomplices, who work as foremen at 
the mines, send about 10% of the mines' 
output to this bogus warehouse and 
make sure that the diverted ghost rock 
isn't included in the mines' production 
records. So, as far as anyone can tell, 
there's no ghost rock missing; it simply 
looks as if the mines' production has 
dropped off. 

Jaeger has, of course, launched "an 
extensive investigation" into this 
"troubling development" but so far his 
office has come to "no firm 
conclusions." The junker knows that his 
phony investigation won't hold water for 
too long, but he figures that by the time 
anyone gets suspicious, it'll already be 
too late. 

T'he T'echncerats 
So, what's he doing with all that 

ghost rock? Well, Jaeger has a nasty 
case of the Taint, and he's out to take 
over Junkyard. He's been selling the 
ghost rock and using the proceeds to 
hire a private army of mercenaries and 
malcontents. 

the city, and more are arriving every 
week. So as not to raise suspicion, the 
mercs are entering Junkyard in small 
groups and keeping a low profile while 
waiting for Jaeger's signal to attack. It 
was some of these mercs who captured 
Librarian Knudsen. 

The crazed techno-mage isn't working 
alone, he has a number of co- 
conspirators working with him. Most of 
them are junkers. Some share his vision 
of a Junkyard ruled by a technocratic 
council of junkers, others are just in it 
for the power. Regardless of their 
motivations, Jaeger and his cronies pose 
a very real threat to Ike's government. 

The tainted techno-shaman has a few 
final preparations to complete before he 
makes his move. We don't have room for 

Some of the hired guns are already in 

all the details here, but your posse can 
in thwarting Jaeger's 
the fate of Librarian 

udsen in the upcoming Urban 
ewal adventure. 

plans 



The conditions Down Below are just 
as wretched as  Bo describes them. There 
are well over 1000 Moorlocks living 
beneath Junkyard. The original 
inhabitants of Down Below were mostly 
normal people who couldn’t or wouldn‘t 
leave the sub-levels for various reasons. 
Now, however, 13 years later, there is an 
entire generation of Moorlocks who 
have known nothing but life in the dark, 
fetid bowels of the city. As  time passes, 
the cannibal tribes beneath Junkyard 
become increasingly primitive and feral. 
Few of the younger Moorlocks are able 
to read, and most have only rudimentary 
language skills. 

There are four major tribes of 
Moorlocks. Three tribes live on Sub-level 
One, and the fiercest tribe, the Sub- 
dwellers, lives on Sub-level Two. The 
tribes on the upper level fight with each 
other, but they often band together 
against the Sub-dweller raids. 

Profile: M~orlock 
Corporeal: D:3d6, N3d6, S3d8, Q:2d8, 

V3d8 
Clirnbin’ 3d6, dodge 3d6, fightin’: 

brawlin’, knife 3d6, shootin’: pistol, 
crossbow 2d6, sneak 4d6 

Mental: C3d8, K2d6, M2d6, Sm:3d6, 
Sp:2d8 

Area knowledge: Down Below 3d6, 
scroungin‘ 4d6, survival: urban 4d6, 
trackin’ 3d8 

Edges: Thick-skinned 3 
Hindrances: Bloodthirsty -2 
Pace: 6 
Size: 6 
Wind 16 
Special Abilities: 

Weakness: Light. Spending long 
periods of time in the darkness of 
Down Below has made the 
Moorlocks’ eyes very sensitive to 
light. Exposing Moorlocks to bright 
lights imposes a -2 modifier to all 
Aptitude rolls they make. 

Gear: Ragged clothes, large knife 
Description: Moorlocks are extremely 

pale humans with wide eyes. They 
wear ragged, ill-fitting clothing. Many 
of them have large, oozing sores on 
their skin due to vitamin deficiencies 
caused by their cannibalistic diet. 

Buck Masterson 
Bucks real name is Claude Watkins. 

He was a sergeant in the US Army 
during the war, and drifted to Junkyard 
in 2090. He changed his name when he 
decided to get into the guide business. 

One of the reasons for his success is 
that he’s worked out a deal with the 
Owens tribe-the most civilized of the 
three upper level tribes. In exchange for 
fresh fruit and vegetables, this tribe 
allows Bucks groups to pass through 
their territory unmolested. The tribe 
even captures other Moorlocks and 
releases them in the path of Bucks 
“safaris” to give his customers 
something to shoot at. Buck takes great 
care to keep this a secret, because 
feeding the Moorlocks (voluntarily) is a 
crime punishable by banishment. 



X’he Hellstremme Vaults 
The stories about the Hellstromme 

facility beneath Sub-Level Two are true. 
There is an enormous, sprawling 
complex carved deep within the 
bedrock under Junkyard. The capacitors 
storing the energy absorbed by the 
city’s shield and dome are at the heart 
of this facility. 

The stories about the complex’s 
guardians are also true. It is guarded by 
a small army of automatons, mobile 
gun platforms, and electronic traps and 
security systems. The militia has 
actually attempted to penetrate the 
complex on more than one occasion, 
and all they succeeded in doing was 
getting a lot of their soldiers killed. Ike 
has given up trying to enter the place 
until the Combine has been dealt with. 

What’s going on here? Well, you’ll 
have to bear with us  a little longer. We 
don’t have room to detail the 
Hellstromme Vaults here, but they will 
play a major part in a future adventure. 
A s  to the sightings of Dr. Hellstromme 
down there, people see what they want 
to see. 

T’he Missiag Fatrel 
The militia force which was wiped 

out Down Below was the victim of an 
ambush. The Combine saboteurs they 
were chasing actually have a base of 
operations on Sub-level Two, as well as 
an informal treaty with the Sub-dwellers. 
In exchange for occasionally helping in 
raids against the tribes on Sub-level 
One, the Moorlocks keep the Combine 
troops informed about the comings and 
goings of Topsiders (surface-dwellers). 

The Combine base Down Below 
houses a number of mercs (who don’t 
have headbanger chips), about 20 Black 
Hats, and a handful of heavy combat 
cyborgs who were actually smuggled 
into the city in pieces and then 
reassembled. Throckmorton‘s troops 
spend most of their time gathering 
information on the city’s defenses. This 
data is then relayed to Denver by 
courier. This force only takes direct 
action against Junkyard when ordered to 
by Throckmorton himself, but they have 
stirred up quite a bit of trouble through 
the Worker’s Alliance (see page 137). 

Secret Police 
Ike does, in fact, maintain a secret 

police force which answers only to him. 
He refers to this group of roughly 30 
elite soldiers as his Black Hands 
because they get their hands dirty so he 
doesn’t have to. All of the Black Hands 
are veteran soldiers, four of them are 
sykers, and two are cyborgs. 

The group keeps tabs on 
troublemakers and groups opposed to 
Ike’s government, and has, on occasion, 
made some of Ike’s enemies disappear. 
Ike dislikes giving the order for such 
things, but he is realistic about 
Junkyard‘s chances against the Combine, 
and he knows that the city has little 



The Black Hands are led by Colonel 
Jun Yokazaki, a veteran of the Japanese 
Army. 

Profile: Junkyard Militia 
Corporeal: D2d8, N3d6, S2d6, Q:3d6, 

Climbin’ 2d6, drivin‘: car 3d6, fightin’: 
V2d8 

brawlin’ 3d6, shootin’: machine-gun, 
pistol, rifle 4d6, speed-load 2d8, sneak 
3d6 

Sp:2d6 
Mental: C:2d6, K:2d6, M:3d6, Sm:2d6, 

Area knowledge: Junkyard 3d6, scrutinize 
3d6, search 4d6, streetwise 3d6, 
trackin’ 2d6 

Edges: Law dog 1 
Pace: 6 
Size: 6 
Wind 14 
Gear: D-20 rifle, 4 full magazines, and a 

large knife. Many also wear kevlar 
vests (AV 2). 

Description: Militia members wear a 
wide variety of uniform styles, but all 
have a large ”JM” patch on their 
shoulders. 

Profile: Typical Black Hand 
Corporeal: D2d10, N:3d8, S2d8, Q:4d8 

Climbin’ 3d8, drivin’: car 4d8, fightin’: 
V2d8 

brawlin‘, knife 5d8, shootin’: 
machinegun, pistol, rifle 5d10, speed- 
load 4d8, sneak 5d8 

Mental: C3d8, K2d8, M3d6, Sm:2d8, 
Sp:2d8 

Area knowledge: Junkyard 3d8, scrutinize 
3d8, search 4d8, streetwise 3d8, 
trackin‘ 4d8 

Edges: Law dog 1, tough as nails 5 
Pace: 6 
Size: 6 
Wind: 26 
Gear: When undercover, most carry a 

large pistol, two spare clips, and a 
concealable Kevlar vest. When on a 
raid, the Black Hands carry D-20 
rifles, 4 full magazines, large knives, 
infantry battlesuits, 4 frag grenades, 
two tear gas grenades, gas masks, and 
night vision gear. 

Description: Regardless of what 
disguise they might be wearing, 
members of the Black Hands always 
have a predatory look about them. 

Speok Juice is Really People 
Besides helping Ike keep a firm grip 

on the reins of power, the Black Hands 
also work to ensure that no one learns 
Junkyards biggest secret. The spook 
juice the city trades for food has a 
secret ingredient human blood. The only 
people who know this are Ike, Doc 
Schwartz, Judge Tolliver, the Black 
Hands, and a few junkers who work the 
night shift at the refinery. 

This hasn’t always been the case. 
During the first few years after the 
bombs dropped, the mines around 
Junkyard produced more than enough 
ghost rock to meet the refinery‘s needs, 
but as the city’s population grew and 
more and more gangs came to trade, 
demand began to quickly outstrip 
production. 

Doc Schwartz, who was a mad 
alchemist before being trained as a 
junker, knew of the properties of 
philosopher’s stone (made by mixing 
ghost rock with blood), and he 
experimented with using this in his 
spook juice formula. To his surprise, he 
found that this new formula was 
incredibly efficient. Instead of creating 5 
gallons per ounce of ghost rock used, it 
created nearly 25 gallons. This huge 
jump in production was more than 
enough to allow Junkyard to meet its 
spook juice needs and allow the city to 
stockpile a small reserve of ghost rock. 

Shortage 
Most of the blood for this secret 

formula has come from executed 
criminals and scrappers who‘ve died in 

god& of those who die in the Pit make 
a trip to the refinery before being takei 
to the power plant for cremation. 

Increasing law and order in Junkyard 
means that this source of 
drying up. 



at the power plant and sending 
bodies that come there to the 

refinery first. This has helped, but the 
amount of blood collected has still 
fallen short. Ike and Doc Schwartz have 
begun considering sending expeditions 
Down Below to hunt Moorlocks for 
blood, but the ethics of that course of 
action trouble both of them-the 
Moorlocks may be hostile to the Yarders 
who live on the surface, but they’re still 
human beings. 

The Guardians of the New Science are 
much more than they seem. Adrian 
Kellam, and the majority of the other 
leaders of this bizarre cult, are all 
former Hellstromme Industries 
employees. Kellam formed the cult a few 
years ago, after he received a message 
from the missing doctor himself. 
Hellstromme’s note contained explicit 
instructions for Kellam, ordering him to 
recruit some other scientists and to 
gather certain items of equipment 
together. The message also told Kellam 
how he could safely access the vaults - - .  . 1  below the city. 

citizens donate blood? Well, there are a on his own. He knew that to carry out number Of Hellstromme’s orders his group would 
need to spend a lot of time in the old HI Doc‘s formula a secret. For starters, he‘s 

not sure how the citizens would react to facilities, and he figured that if they 
posed as a bunch of addle-brained the news, or how some of the city‘s 

potential allies, like the Templars, might cultists worshipping the great scientist, take it. Second, once the secret’s out, people would be less likely to wonder Doc is afraid that other, less scrupulous, what they,re up to. we don,t have the 
Junkers may resort to murder to make space to detail exactly what they are up 
spook juice for themselves. Ike also fears to here, but all will be revealed as the 

Heff on Earth story unfolds. that once the secret is revealed, 
settlements in ghost-rock-rich areas like To Kellam‘s surprise, the cult actually the Great Maze may challenge caught on. Many of the group’s newest Junkyards position as the Wasted West‘s recruits are true believers. Kellam primary spook juice supplier. actually welcomes this, although it 

means having to devote more time to 
tending his flock because it makes the 
core group’s cover that much more 
secure. 

All of the cultists have had data jacks 
installed. They use these to plug into 
the data screens they wear. The screens 
translate their thoughts into text. The 
devices also contain short-range radios 
that pipe messages directly to the 
cultist‘s brains through the data jack 
and allow the cultists to pull off their 
“telepathy” trick. 

The cult‘s success has backfired in 
one regard, however. Because the 
Gonzers are generally regarded as a 
bunch of loons, Ike doesn’t take them 
seriously, and he has refused Kellam‘s 
repeated requests to open a temple in 
the HI Headquarters building. This is a 
serious problem for Kellam, because 

is plan, and Hellstromme’s 

don’t they just have Junkyard’s Kellam developed the idea of the cult 
Ike wants to keep 

Dimitri Karkos is a junker with 
political ambitions-nothing more, 
nothing less. He is gracious and 
charming in public, but he often lets his 
fiery temper get the better of him in 
private. He is campaigning to be Ike’s 
replacement when the time comes, but 
he is not involved in any plots to oust 
the ex-Hellstromme foreman. 

The rumors about Dimitri’s temper 
have caused other junkers to suspect 
that he has the Taint, but that is not the 
case. Most Yarders don’t care though, 
they‘re just happy that Karkos is so free 
with his widgets. 

uipment in the building which 

m from revealing his true 



X'he Wwber's I.tlliance 
The Worker's Alliance is actually a 

pawn of the Combine, The group's 
leader, Gregor Ilyanich, is actually an 
infiltrator cyborg who gets his marching 
orders from Denver. The rest of the 
Alliance's members are simply dedicated 
communists and socialists out to 
improve the lot of the working man in 
Junkyard. They've swallowed Gregor's 
radical rhetoric, though, and are more 
than willing to die in "attacks against 
the bourgeois establishment." The 
orders, and often the weapons, for these 
attacks come straight from 
Throckmorton himself. 

S a g e  
Sarge was designed as  a hostage 

"negotiator." His job was simple. He went 
into a hostile situation to negotiate, and 
then, once he had sized up the situation, 
he pulled out his guns and went to 
work. 

have tried to recruit Sarge, but he is 
uninterested in continuing his law 
enforcement career. The truth is, Sarge 
worked for the Agency, and he lost a 
number of friends to "Big Fifty" Harman 
(see Cyborgs). He's hoping that as his 
reputation spreads, Harman will 
eventually show up and challenge him. 

Cole Ballad and a few other Law Dogs 

Character Profile 
Corporeal: D:3d12+2, N:2d8, S4d12+4, 

Climbin' 4d8, dodge 5d8, fightin': brawlin' 
knife 6d8, quick draw 5d12, shootin': 
pistol, rifle, machine-gun 6d12+2, 
sneak 4d8, speed-load 5d12+2 

Mental: C:3d8, K:2d6, M:2d8, Sm:3d6, 

Bluff 3d6, guts 4d8, overawe 5d8, ridicule 

Edges: Level-headed, two-f isted 
Hindrances: Bloodthirsty -2, grim 

Pace: 8 
Size: 6 
Wind 16 
Special Abilities: 

Q:4d12+2, V3d8 

Sp:4d8 

4d6, search 468, scroungin' 4d6, 
scrutinize 5d8 

servant 0' death -5 

Harrowed 

Cyberware (Drain 6 of 10): Cyber eye 
(laser sight, light enhancement), endo- 
armor (torso only), reflex booster, 
Samson, SRU, 2 storage canisters (one 
in each leg, these hold his pistols), 
targeting computer 

Gear: Infantry battlesuit, 2 M2011As, 2 
full clips for each gun. One gun is 
loaded with .60 Magnum frangible 
rounds (3d8+6 damage), the other is 
loaded with .60 Magnum AP4 rounds. 

nondescript male in his mid-thirties. 
Description: Sarge appears as a 

The JLA is on the level. If your heroes 
access the database, pull a card for each 
criminal they research. Only a small 
number of criminals (compared to the 
total number of raiders and marauders 
there are in the Wasted West) have been 
entered into the computer, so the posse 
only gets useful information when a 
face card is drawn. The amount and 
accuracy of this info is up to you, 
Marshal. On a Joker, the information is 
highly inaccurate. 

There is nothing particularly odd 
going on here. The missing people 
simply fell prey to many of the usual 

, dangers associated with passing through 
a maelstrom into a Deadlands. 

The Kennicot Mine was cursed by an 
Indian shaman many decades before the 
Last War. Stalking Wolf felt the open cut 
mine was an affront to the nature 
spirits and called down a powerful curse 
upon it. Everyone at the mine site, and 



munitions, and even aircraft had been 
n ates shuttled to the base via an underground 

Bo’s history of the Sky Pirates was 
pretty accurate, but he couldn’t tell you 
what he didn’t know. 

Nocturne Field 
Dwight Price, aka Raptor, was a Major 

in the US Air Force. Shortly before 
Judgment Day he was assigned to 
Nocturne Field, a secret Air Force base 
that had been literally carved into the 
side of a mountain. The base had been 
carved from the inside out by 
automated digging machines which had 
tunneled to the site from southern 
Wyoming, so the Southern Alliance had 
no idea that it existed. The base was to 
become active in October of 2081, but 
the bombs fell before that happened. 

Price was at Nocturne Field on 
Judgment Day as  part of a small 
advance team that was to prep the base 
for incoming personnel. After the bombs 
dropped, some of the advance team left 
the base to make their way home, or to 
simply see what the world had become, 
but Price and a few others remained at 
the field. Price occasionally scouted the 
surrounding area with one of the base‘s 
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Price learned of both 
threat to Junkyard anu cllL 

the Sky Pirates. Wher - 
to the Rockies, Price 
gain control of it-yo 
went. Once the major ..__ ____-_.VU ..” 
could trust the Pirates who remained 
after his purges, he led the group back 
to Nnrtiirne Field 

railroad. The base has a few million 
gallons of aviation fuel in sealed tanks, 
a supply of missiles and guided 
munitions, and nearly two entire 
squadrons of the new F-40 Tigersharks. 
Price has spent the last few years 
training his pilots how to fly these 
aircraft on the base’s flight simulators. 
When Throckmorton does finally make 
his move, he’s in for a rude awakening. 

Hide-and-seek 
That’s provided, of course, that the 

Combine doesn‘t find the location of the 
Sky Pirates’ base and launch a pre- 
emptive strike against it. To prevent this, 
most of the Sky Pirates’ patrols still 
operate out of their old airfield, 20 miles 
away. Price has also moved most of the 
base’s SAM defenses to an area well 
north of Nocturne Field. He hopes that if 
they shoot down enough Combine 
patrols in that area, Throckmorton will 
become convinced that the base is 
located to the north. Meanwhile, Combine 
scouts who approach Nocturne Field are 
allowed to pass unharmed. 

- 

aircraft. Missing Patrols 
Not all of the Sky Pirate’s missing 

patrols ran afoul of the Combine. One of 

witch. She lived through the Pirates’ 
attack and has summoned up an 
avenging spirit to get some payback. 

U l h i l m  An thncn =n mting missions, 
I the Combine 
’’ thn Of the squadron‘s early victims was a 
l L  LllL returned 
decided to try to 
u know how that 
, w ~ s  SRti9fiPd hP 

Surprise! 
The reason Price wanted the Sky 

Pirates was because he has a surprise 
for Throckmorton. A surprise he needs 
some experienced pilots to deliver. 
Nocturne Field was almost fully stocked 
when the bombs dropped. Supplies, 

Profile: hvenging “fin gel” 
Corporeal: D3d8, N:3d8, S3d12, Q:2d10, 

Fightin’: scythe 4d8 
Mental: C2d8, K:2d6, M3d10, Sm:2d6, 

Search 3d8, trackin’ 4d8 
Pace: 366 (150 mph) 
Size: 8 
Wind - 
Terror: 9 

V4d6 

Sp:3d12 

Special Abilities: -- Damage: Scythe (STR+2dlO). This 
weapon is spiritual in nature and 
ignores all armor and cover. 

Immunity: Normal weapons 
Flight: Pace 366 (150 mph) 



Description: The creature appears as a 
winged, hooded figure, carrying a 
scythe. 

Updates 
We've got a few rules changes and 

clarifications to cover. Quite a few deal 
with making things go boom. 

We've decided to standardize the way 
explosions work in the Weird West and 
Wasted West. The rules for explosions in 
the Weird West remain unchanged. 
Explosions in Hell on Earth now use the 
same system. Instead of losing a die of 
damage for each Burst Radius crossed, 
explosive damage is now reduced by a 
die type for each Burst Radius crossed. 
A 4dlO explosion with a Burst Radius of 
5 yards, for instance, would do 4dlO 
damage within 5 yards, 4d8 between 5 
and 10 yards, 4d6 between 10 and 15 
yards, 4d4 damage between 15 and 20, 
and no damage beyond 20 yards. 

Massive Damage 
You Marshals out there should be 

happy to see this. N o  longer will your 
posse be able to drop grenades at their 
feet, ride out the blast with a chip or 
two, and devastate all your lovingly 
created abominations. The current 
massive damage rules make explosions 
a bit wimpy, so we decided to modify 
them some. 

Attacks and other events, like falling, 
that cause massive damage, now inflict 
their full damage to ld6 hit locations. It 
is possible for the attack to inflict its 
damage to the same location more than 
once. 

In the case of explosions, the number 
of hit locations affected are reduced by 1 
for each burst radius crossed. An 
explosion with a burst radius of 5 yards, 
for example, would affect ld6 locations 
within 5 yards, ld6-1 locations between 5 
and 10 yards, ld6-2 locations between 10 
and 15 yards, and so on. It is possible for 
an explosion to affect zero areas-your 
brainer just got lucky! 

Since damage is now applied to 
specific hit locations, armor works 
normally against massive damage, i.e. 
positive AVs lower the die type and 
negative AVs subtract from the damage. 

T'he hrnmo Power 
We're also making some changes to 

the junker ammo power. Although the 
current system works for building small 
explosive charges, it also allowed 
techno-mages to create pocket-sized 
bunker busters. 

The procedure for making non- 
explosive ammo using this power 
remains unchanged. When making 
explosive charges however, things are a 
bit different 



Full Arc 6 0  Arc 120 Arc 1 8 0  Arc 
-50% -80% -70% -60% 
-25% -50% -40% -30% 

0 -30% -20% -10% 
+50% +25% +30% +40% 
+loo% +50% +60% +75% 

The first change is in the way the 
warheads effective dice are figured. 
Decide the damage level you want for 
your boom-maker, and then figure the 
number of dice used to compute the 
ammo size by summing each die level. A 
4d10 bomb, for instance, would have an 
effective size of 10 dice (1+2+3+4=10), and 
an ammo size of 4 (10 x 0.4). 

Just to keep the math simple, we've 
prepared a table of effective die sizes for 
warheads of up to 20 dice (the 
maximum size allowed by the power). 
Check out the Warhead Dice Table for 
details. 

Damage Dice Effective Dice 
1 1 

The second change is in the modifiers 
to the ammo size due to burst radius. 
These changes are summarized in the 
new Burst Radius Table. 

propellant (bombs, thrown grenades, etc.), 
still have their sizes reduced by 50%. 

Warheads which do not need 

T'he Sensor b w e r  
Last, but not least, we've made some 

changes to the sensor power. The slot 
requirements for adding die ratings to a 
sensor have been reduced slightly. This 
should make it easier to make small, 
passive sensors. However, the size 
modifier for range is now applied to the 
entire sensor, i.e. base sensor plus die 
rating, rather than to just the basic 
sensor as before. The rating sizes can be 
found in the new Sensor Rating Table. 

Die Type Slots/Die 
d4 0.25 
d6 0.5 
d8 1 
d10 2 
d12 4 
d20 8 

Some of the numbers on the Cyber 
Mount Table on page 83 of Cyborgs are 
incorrect. The corrected table is listed 
below. The numbers on this table show 
the number of available mount 
locations after subtracting for 
mandatory equipment like spirit fetters 
and SRUs. 

Also, just as a clarification, the 
"Replacement" column refers to a body 
part that has been replaced with a cyber 
version, i.e. cyber arm, cyber leg, etc. 

Location Natural Replacement 
Head 
Torso 
Arms 

4 6 
6 8 
6 8 
6 8 
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